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Where's my brilliant 
designer-cased 
Megatape, packed to 
he brim witn amazing 
games? Please Mr 
Newsagent, gimme 
the gaudies now! 1 
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AVAILABLE ON: 

AMIGA ATARI ST IBM PC 
COMMODORE djsk/cassette 

AMSTRAD DISK/CASSETTE 
SPECTRUM CASSETTE 
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66 SPEEDBALL 2 

The ultra-violent futu resport returns with a 
I vengeance in this Sizzling conversion. 


14 TERMINATOR 2: 
JUDGMENT DAY 

Ocean's Arnie-sizedi licence follows the 
movie plot closely through nine action- 
packed levels. 


RESISTANCE 

REGULARS 

$ STUFF 

« MEG AT APE INFO 
21 RRAP 

30 SCO RE LORD A CHARTS 
42 MASTERR1ASTER QUIZ 
44 ZZURERSTORE 

47 FUZZY FACTORY 

31 CORKY'S TIPS 
71 BUDGET BLITZ 


3i* CARTRIDGE CONFIDENCE 

A first look at Ocean’s two new carts, 
RoboCop HI and Battle Command 


30 STICK 'EM UR! 

More jtggling joy in a round-up of 
the latest sticks. 

36 MORE CORKING 
COIN-ORS 

All the latest arcade 
machines reviewer, 
ir id uding 

Terminator 2: The 17 
Pinball Table! 


33 CRAZY 
HORSE BUCKS 
BACK! 

Buy Emiyn Hughes 
International Soccer at 
an amazing reduced 
price and maybe win an 
autographed football. 
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STOP PI 


NO GO SHOW 

The consumer side of the 
forthcoming European 
Computer Entertainment 
Show has been cancelled 
and it is now to be trade 
only. The official reason 
given by organisers EMAP 
International Exhibitions is that 
they feft 'the industry could not pul 
on the kind' of event that justified 
the entrance fee to be charged', 
Obviously this means that the 
money- off voucher we printed in 
last month's ZZAP1 is sadly 
unusable. We apologize on 
EMAP's behalf for any 


TURBO 

CHARGED 

Undoubtedly one of 1991 *s 
best games. System 3’s 
Turbo Charge has finally 
hit the shops, two months 
after its Gold Medal- 
winning review in issue 76. 
As you can see, the high- 
res screens are as 
stunning as we said, but 
the good news is that they 
will now be appearing on 
the cassette version as 
well, According to System 
3 a rapid multiload ensures 
their appearance between 
the ten multi loaded levels 




BONAHZA BROS 

i'he Bonanza Bros are the lalest Sega COin-Op to get the US Goid 
treatment Reformed and oddly deformed villains Mobo and Robo 
are hired to test out a company's security force, and that means 
sneaking around buildings collecting loot and dodging the guards 
in split-screen, two-player thieving action. Bonanza Bros cash in 
for US Gold in November for the usual price, 

A rather more pleasantly shaped personage stars in Flair’s 
latest game; Elvira Tfie Arcade Game, Originally developed for 
the Amiga, I he C64 game is an ambitious conversion which 
should replicate all the features of the 16-bit game. There will be 
Ihree levels — Hell, Ice World and Elvira's Castle — all about 260 
screens in size, You con choose lo siart in either of the firsl two 
levels, as the game isn't a conventional 'complete one level, go to 
the next' affair — instead there'll teleports which will enable you to 
move between the levels ai various points. The game should be 
out November time and hopefully we'll have a review next month. 
Also in that issue should be Hof Rubb&r, no less. This gift to 

double entendre 

t" ” ’ ‘ ' fanatics like Phil, 

*. 9 comes from Palace 

■ 9 who, after Swap, are 

# ■ B getting back into the 

B C64 in a big way. 

International 30 
T&nniS Palace had 
■ planned to go 16-bit 
9 only, but the health of 
B the C64 has made 
B them change their 
j mind. Hof Rubber has 
a behind- the-bike 
perspective. The 
programmers of I he 
9 Amiga game 


won't slow the game down loo ZZAP! much 
for C2Ners, Several screens aiso appear as 
an intro, with several more promised for a 
typically stylish System 3 'game complete' 


simulations for companies such as Thomson and Renault. 
Although II isn't graphically astonishing, gameplay is supposed to 
be brilliant and bodes well for the C64 conversion. The price point 
is the standard £10.99 cassette and £15. 99 disk, 
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• Elvira (above) has three huge muftitoad levels, while the 
Bonanza Bros (below) is likely to have lots of smaller loads 
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sequence, this makes 15 in 
all. Prices are the standard 
£10.99 cassette, £15.99 
disk, but a four megabit 
cartridge version will be just 
£19.99 for Xmas time. 


RUGBY 


MAUL 

The rugby World Cup is 
almost upon us, and 
Domark's official licence is 
already preparing to tackle 
Audiogenic's World Class 
Rugby In the scrum for the 

i , v r Vj top rugger game, Rugby — 
The World Cup includes all 
the top 16 international sides, all of which 
can be player- or computer-controlled The 
overhead -view pitch features 
multidirectional scrolling and a radar 
scanner to show exactly where you are. As 
in World Class Rugby, scrums involve 
frantic joystick-waggling to push your pack 
forward. Rugby — The World Cup should 
be kicking off in good time for the real 
event, priced £10.99 cassette, £14.99 disk. 




C64G5 SENT TO 
SLA UGHTERHOUSE! 


Yep, it’s true. The C64GS has finally 
been officially pronounced dead by 
Commodore. Launched only last 
September, the C64GS was basically a 
keyboardless C64 aimed at taking on the 
Nintendo and Sega 8-bit consoles. 
Commodore projected sales of 100,000 
jn the first year, but managed only in the 
region of 15,000-17,000. UK boss Steve 
Franklin claimed the failure was alt but 
Inevitable because Commodore hasn't 
got a dictatorial attitude about software' 
which forced it to 'live or die on the sale 
of hardware,' So while the Japanese 
giants could sell consoles at cost price 
and make their profits off software, 
Commodore couldn’t. 

To clear stock, Dixons are now 
planning to drop the price to £19,95, 
which is less than some cart games. In 
fact at this price the C64GS pack is good 
value, including a joystick with two 
independent fire buttons, a C64 
powerpack and a four-game cart (KJax, 
International Soccer, Fiendish Freddy's 
Big Top O'Fun and Flimbo's Quest). The 
GS is, of course, only useful for cart 
games hut the rest of the stuff makes it 
worth considering! 


The C64's resurgent software performance — second only to the Amiga — healthy 
European sales and the prospect of huge East European sales have all helped 
contribute to a number of very exciting new developments on the C64 scene. The 
latest news concerns a 3.5-Inch C64 disk drive developed by TIB (a manufacturer of 
disk and cartridge software). It will use a standard Citizen mechanism and be 
formatted in standard PC DOS fashion, giving around 70GK of usable storage space 
per disk It will operate on around 4 volts whlcn will ba drawn from the 064 itself, doing 
without the need for an external powerpack. The most exciting element, however, is 
that rather than using the C64's awful disk drive port, it will plug into the cartridge port 
allowing super fast data transmission: 64 K could be loaded in about six seconds! TIB 
are justly proud of their system and look it to Commodore, who were apparently very 
supportive. UK distributors have seen no less impressed with most of the btg 
companies being very enthusiastic and placing hefty orders. Even Dixons are jumping 
on the bandwagon. 

The most important endorsement, however, comes from Ocean and various other 
software houses who have made available nine games for the £99 launch peck: 
Jahangir Khan Squash, MUFC, World Championship Boxing, Ninja Rabbits. Summer 
Olympiad, Winter Olympiad. Wizbali, Quiz and Firefly. Although most of the games are 
golden oldies, there are plans to make available vouchers so if you've got Mutant 
Wallabies on tape, you can send it away to a software house to get it converted onto 
disk, Some companies are more wary though. One Birmingham-based developer 
pointed out that currently 5.25-inch drives occupy such a small portion of the market 
that retailers hardly stock them and would probably be reluctant to stock another C64 
disk format at all — this would be the biggest stumbling block. Also software houses 
currently deal with so many formats, from Spectrum to Super Famicom, that adding 
another format is accepted only reluctantly. Nevertheless those software houses that 
do support it could make for a real breakthrough. Companies such as Ocean, who 
currently develop carts, could use the new hyperfasi disk drive for rapid access in a 
similar fash Ion to cart software. The advantage would be that 3.5" disks are a tot 
cheaper to buy, plus 700K far exceeds the 51 2K which is the biggest memory size — 
and most expensive — of carts so far released. Moreover who's to stop a game 
stretching over three or four disks? - the cost barrier is far less than with carts, and if 
the game's a flop you can reuse the disks, unlike carts. 

Of course Commodore have previously offered their own 3.5" disk drive, but that 
worked through the C64's nonstandard disk port, meaning it wasn't that much better 
than the standard (and awful) 5.25" disk drives, plus software support was minimal. A 
quick phone call to Commodore's Press & Public Relations Manager Andrew Ball 
confirmed the company’s positive reaction to the device: 'A jolly good idea, 
encouraging better software and more of it, which is always a good idea, ft will 
encourage the use of the C64 as a proper computer.' 

But what about the C65? If TIB'S drive is a success, will that remove a targe part of 
the C65’s appeal? Will Commodore see TtB as sufficiently bolstering the C64 that no 
new machine is required. Or, alternatively, will the establishment of a large range of 
G64 software on 3,5" disk drive be the perfect groundbreaking operation for the CBS- 
After all, if 3,5" disks become standard and a big market success, it will save 
Commodore having to prod software houses to convert existing C64 titles to 3,5"' disk. 
So what about the impact on the C65? 'I honestly don't know, but when there's a real 
need for it, we will respond. When there's the right software support to lake advantage 
of its interesting advantages.' Hmm, Although Andrew is still eager to remind people 
no firm decision has been made on the C65, and it certainly won't be launched before 
early 1992, he sounds a bit more positive. What's more, although obviously he's 
reluctant to hype a machine that may never be put on the market, he has agreed to try 
and answer some C65 questions next month. Fingers crossed for that, but don't write 
off the C64 yet... 

'Later in the year we're going to ibe doing something rather exciting with the C64, 
we're going to be giving it an enormous shot in the arm. We're so excited we might 
even give it its own TV commerciat!' Has there ever been so many tantalising rumours 
about the C64? Well, tune in next month for a full TIB drive review, a 
competition to win three drives, and that Andrew Sati 
interview. 
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Night: 0 
Chech Place; + 

Chech Battle; - 
Check Arniy: £ 
Check Person; Home 
Select: Del 
Choose: Restore 
More: Return 
Move: Space 
Yes (also More): Y 
No (also No More): N 
Save to Tape: S 
Load from Tape: L 
Save to Disk: Shift S 
Load from Disk: Shift L 
Luxor: FI 
Morkin: F3 
Tarithel: F5 
Rorthron: F7 

Restart Game: Stop/Restore 

SAVING A GAMS IN 


DOOMDARK'S 
REVENGE 
GAME MASTER 
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WM else has dared dD it first. 

Possessing magics* pcwom 
Mian ftw 

|l Ji '9 WiEchkuig f^itner Shareflh calls 

Cflk ^ mk II jriKd &hirni to Hatla* ftar 

^*1 ' | Ml hU Itli I'-Htir'l 

^ 9 I LzT I Y ifJJLl H -en ri ! ! rrlUf I IS 

I hwr . :h.jiiiL'f - 

f 1 1 II 1 ^\T { ilrJ!-? s to £mf r.ey I.- ■ 

Cidrn for « wb »Iiq 

ta*m«k, Efts F i aztsdi Empire. if> ikk 
cully Far bigger than MidnlgnL. iL is also ■oonsidara'bly 
more compiaa As In Mnlrngnl mere are Ff?y who resist the 
mla uf evil, but Ihero are also Giimta arid Dvrt*rv*l wHoStf 

BMfttn according to circu^islance Sharalh neads In 
maintain tidllahOft w-lft tfiwn to ttoi ewil UPWiye ¥*% When 
lha Fey see Shatatlrs evil stiron coming I Nay send a falcon 
south lo Midnight, carrying wari ng nf Shamth's rege. 

In Midnight Mtn-km announces h« r j wish to marty f anthal, 
who turn? ckiL to he daughter of Cadteth Lord □! Dreams 
IlhuS tee two gr&iil houses or Ihe Moon and Dreams and Lha 
Iwo laces of the Fnsa and lhe Fry arc bffiUgtil togellter I hair 
WBCWJng & naiy briefly ogershadawed by (he news from 
leamark — BA, ttrawfiy between lhe two Kingdoms rs so 
dangerous 

Howtmsf Mtofkln soon dismvers Ihere is more bo leamark 
Lhar. PF^ghly armies Mrs dtHSitis btoKtont? Irpublt'd by Vtstono 
u I a woman who haunts hsr sheer and pariucE beatify Litrft« u 
hflsi In fcar.h m?w dh* 8 m IFto woman necarr-es more ravishing 
and voluptuous !han baftiro. TfeidC* rnyvtefiiil baHuMWflWW Fill 
him \Mlfi an unsto|spab,e desire Id ride north . 

Tanthel disajipciirS d Ur# CtoyS Inter. plunging Lyjior and 
Cartel h into clasparr Eventually thaiF ok3 townd Rnrlhrcui 
iirrivtm to revfl^l his awf-.il disco vary! Morkin has haen 
captured by Doomtfark's ev l daughter ShtfdPh IH 15 
Hwrtsteeter a r ulhless despol who pens an invdbion dt 
Mldrtghl Wfiiie Codath irterthats Midnight's defences. Luxor 
nttes north with a thousand man From his Hdusayuurd. =.md 
Rorlhron tfha loftier uae-fi Ins magid to clear the Frozen Gates 
betwodn icomurF &rtd Mttdnlghl. As the ridcws enter IcemarK. 
LiiSior is surprised Id find no daFencas but Rorthron fiFTefS an 
t^i.iXrvs Shaietn h ales lunar aL«Ye ell efsa .snd 

‘has simply loll lha door of the coop open 1 u ijfttiste it ton 
Luwnr canncf repeal though end (hey ride on mlD whatever 
trap Fvas tiuwii Sbl Mwrwhlle T adlftel journeys to Lmnrthorn. 
searching for mar husoarKi, determinad lo save him From thu 
‘hagviitdfs tw.sled dreams'. 

Fn Ihd hewing wind Iho Fiseu Mrtd ih^ *Hy hear 1 h& <Jh i 
echo of Sharelh's boasl to Rorthnodi Morkm ie mad wilh iDvtf 
lor me pining pitfrouaty tor my entora.:eti When I am rti.-vdy, 

I shall ssl him u" #w noad of my armiHS and Staid him iMttk to 
tyfadnighl ICJ- iFratlef She peace Seven roonths from now I 
Sharalh Empress dl locmnrK Will ridd foflli MidnkfriE I thall 
(ay waste and through lhe portals oF Xajor^ilh I will pass, 
iNumphliril M shpii SHfati* rue and despair 1 ' 


The data for Doomdark s Revenge car be 
saved and verified at any stage of the 
game. To save a game in progress, press 
the 'S' key. This should only be pressed at 
a time when the computer is waiting for you 
to press an option key, otherwise your key- 
stroke will be ignored. 

When you press S" you must follow the 
on-screen instructions, tf a verify option 
appears then your computer is ready to 
check the dala just written fo tape If this is 
the case, rewind the tape and press PLAY 
and press any key to begin the verification 
if your computer requires it, 

Disk users can only have one saved 
game per disk. To save to disk, insert a 
blank formatted disk ready to receive the 
game data. Tape users should use 
separate cassette tapes per saved game 

LOADING A SAVED GAME 

First, of course, you must load the 
Doomdark’s Revenge program Then, at 
any stage during the game, you can load 
the data for an old game by pressing the 
Load key, Don't try this unless you already 
have some saved dale to Load! 

IF loading is successful, you will be 
relumed immediately to the game in the 
situation as previously saved. If loading is 
unsuccessful, you must choose between 
trying to load again or continuing with the 
current game. 

YOU AND THE COMPUTED 

You, ttie p layer lake the roie of Luxor, ihe 
Moonprince of Midnight By virtue of the 
Moon ring, which lends you she Power of 
Viaion and lhe Power of Command, you 
t^t] control those characters in the land of 
Icemark who are friendly to your cause, 
looking through their eyes at lhe 
surrounding landscape and guiding them in 
their many iasks. Some will be just 
individuals, some will bo commanders a I 
the head of whole armies; when you move 
a commander, his army moves wilh him. 

The computer plays the part of Shareth 
the Hoartstealer, Empress of the Frozen 
Empire, and controls the Characters and 
armies under her sway, II also guides the 
Fortunes of the many independent 
characters you will find in the land of 
Icemark, making impartial decision s on 
their behalf, independent characters may 


(Mike Singleton 


D oom darks Revenge is lhe second 
Epic game in the Midnight trilogy. As 
in lhe previous game (on Megalape 21), 
you can seek victory either by quest or by 
battle,, or both. You view the world through 
the eyes of the characters Luxor controls 
via the magic of the Moonring. The sequel 
has no less than six thousand map 
locations and forty-eight thousand 
panoramic views The game is also more 
complex, four levels of victory to be won 
and new forces acting independently of 
either side. Nevertheless although the 
following instructions are important, you 
can explore lhe Frozen Empire of Ice mark 
very easily by simply using the key guide.. 
This magnificent adventure is a gaming 
landmark and we hope you enjoy it as 
much as everyone on ZZAP! did when it 
first came out! 


OpoflidTa^'ft Rsvange wjs a c mm pan red by u hrviliarl npvislltt 
written by Mlkti Slffcjlfctoa yfliich although w& hayan I spacs to 
fHprattocB Mere nuvndhulBss hnua to vjivn Kte hfivtKii m tea 
following synopsis. 

Irk The «irtentii!h di OotHNEsark's deate. rejoicing has apread 
Ihroughoul tea lands of Midnight Jho gmal iinny wh^;h I u*ur 
Lisstimblf^J fiaB bogurs to unravel, weary survi mots making 
li'iEir Own way hewite IE vwin ii buffi victory ■Auih many cteact 
?wiri £ n equal number bfokao bv lhe relah1l(F!i-s U:v f atir Ort 
the Idi>[] | > r.k luJSfJi \b*i Pfirjosiprvnce and his HouBaguord 
army stop al Lhu Forest ul Dreams and ils Ismous «C ftwki to 
Ottebrah i w-ito Sha Fay Morkiii L uxor s hall -Fey son, anivDs al 
Ehc lore&L dial siirno n<jhi. unaware Ihttl Ekjwrdartt IB de.id 

bravery exhausted by iho tong qureii 10 dftSK^Oy IN.^ k:S 

Crown 

Ta# ilhel the Fey Finds rite Itsitely tk?y and restofes bis 
r:i.junaoe Wilh nsws LLtxor's victofy. A greaE burdun is Lakun 
Irom Morkin 1 s shdulcters ynd logelhflr ihey make Ihelr mm 
caletomlions. As& Ihey kissucf, Lhuy sburtted to become one 
firo r I, If fie burnj^g te lha cold ctearriKghl. 

In rinc-lhei kind Iho fiif-dislatH Empm® new ol 

OaNudsrk's ileleat arrive rnoca skteriy iria the six paHNit*: 
snrvtVOIS Ol M bek bst^uri Oy BIX bundned ii^eri Sued a (journey 
was mado n\Liriy yoEirs sugo t'y DowndlMK htnriFtelf . wvl his 
rntM-lniLj with |tia tsild Oue-er. o4 tee htorlh spawned a 

daughter I li^rtK-i^lur her cryn-ng to power has 

Been tea deYeJoprrwnfl of a iule uvirn mufe tout Uliin 
DdOmtLjrK'u, >uid hla di^ath throws he^ intp a hideous r^o. 
Nd 4 gnuF tor shir Kid lO^J pfanited to Dopmdark and lafca 


When loading is complete, the title screen 
will vanish and instead you will find yourself 
looking through the eyes of Luxor the 
Moonprince upon the chill land of Icemark. 
From now on, single key presses will 
control your actions, something you will find 
useful as you gather diverse Lords of lhe 
Icemark lo your banner and come to make 
decisions for Ihem all. 

ENTERING YOUR 
COMMANDS 

All commands are entered wilh single key 
presses. Below are all the keys which you 
can use. 

Look: < — 

Directions, eg N, NE: 1-8 
Dawn: 9 



be persuaded to join your cause, but 
equally may be persuaded by Shareth to 
fall in with her, \ 

VICTORY FOR THE 
HEARTSTEALER 

Shareth the Heartstealer has one single 
goal; the destruction of Luxor the 
Moonprince whose liberation of the tends Of 
Midnight culminated in the killing of her 
father Doom dark, Wilchking of Midnight. 
Shareth's cold, magical powers are greater 
than Doomdark's ever were and if she can 
bring about the death of the Moonprince. 
Midnight will inevitably fait under her sway. 
Shareth, therefore, wins the game Outright 
if Luxor is slam. 

VICTORY FOR THE 
MOONPRINCE 

Many choices face Luxor the Moonprince. 
Should tie simply rescue Morkin and retreat 
to the Gate of Varenom and thence to 
Midnight - ? Or should he also seek Lo limit 
Shareth's power before returning through 


the Frozen Gates? tf he s very ambitious, 
he might attempt ultimate victory and 
risking all - - attempt to eliminate Shareth 
herself. 

Accordingly, Doomdark’s Revenge 
allows four different kinds of victory, some 
lesser, some greater, but before any or 
these victories can be claimed, Luxor must 
return safely to the Gate of Varenom . 

The most basic victory that can be 
achieved is the rescue of Morkin, Luxor s 
son He must be brought, alive and well, to 
the Gate of Varenom In this task Tanthel, 
Fey daughter of the Lord of Dreams, will be 
the main protagonist but she will not 
succeed alone 

Greater victories can be won by bringing 
other characters safe to the Gale of 
Varenom Tarithels safe return is important 
and so is Rorthron's. The spoils of war play 
their part too Bring to Varenom any of the 
Crowns of tcemark and your victory will be 
enhanced. It will be greater still if you 
discover and return with any of the arcane 
objects upon which Shareth's power 


depends Knowledge of these must be 
found during your struggles. 

If by any chance Morkin should be slain, 
only one victory remains lo Luxor — 
Shareth's complete destruction. How this 
can be achieved you must discover yourself 
during your travels through Icemark, but be 
warned it is no easy task. If Morkin dies, 
Luxor will be racked with grief and diminish 
in power 

The greatest viciory of all is the 
destruction of Shareth and the safe return 
of Luxor. Morkin. Tarithel and Rorthron to 
Varenorn. Upon this even, glowing tetters 
wilt flame on the surface of the Moonnng, 
revealing lo Luxor I he ancient Watchwords 
of Midnight that when spoken will awaken 
all the land to whatever peril gathers. With 
these works at his command, the 
Moonprince will be sure to protect Midnight 
for as long as he lives 

Victory is acknowledged when you press 
the NIGHT key. You will then be told of the 
greatness of your triumph Defeat, 
however, will immediately follow upon 
Luxor's death.- After victory or defeat, only 
the LOAD key will continue to function. 


THE LANDSCAPE 

During your travels through (he 
icamark. you win see many 
differtvii scenes This is a 
traveller's guide lo some ot the 
things you will sec 


shelter the 

lonely livelier if Hb people 
pruvfc friendly 
MH HUT 

• i- Brief respite can 

bo found tore 
m , from the cold 

” JLJ mists arid winds 

of (he [remark 


^ , STOWES 

rlj Rlji Stones mark 

ImIT §#1 i Lht3 mule of 

" i : _ L forgotten roads 

bfeikeaih the wy carpal 
covers line land Strange 
ott gainer about thtirn. 

V. .■**; FOUNTAIN 

"• 1 

bleak landscape 
■I" II-k-! ii tsmarh 
alters succour to tto twolier tol 
from ^ spa^nng fbujitain ho may 
drink his 111 ! ato be rcfnsstod. 


SELECTING A CHARACTER 

A! the beginning of the game you have 
three characters under you* control which 
cam be selected with the appropriate key. 
These are LUXOR the Moonprince (FI), 
RORTHRON the Wise (F7> and TARITHEL 
the Fey (F 5) these by pressing the key 
marked with Iheir name. MORKJN also has 
his own selection key — F3 — but this will 
not work until you have released him from 
Sharelh’s spell of enchantment, When 
selected, the display will switch immediately 
to that character's point ol view. 

To select other characters (which you 
must rally to your banner during the course 
of the game] you musl press the 'Del r key 
When you do this, a list of all the characters 
you control will appear, together with a list 
of the keys that will select them. Press one 
of these selection keys and the display will 
switch immediately to that characters point 
of view. 

If you control more characters than can 
be listed on the screen, the message 
‘More../ will appear at the bottom of I he 
display. Press L Y' to view the rest of the list. 


mountain 

Maying across mountain range 
will lake many hours of travel 
and leawij you exhau&tad at (he 
end of your journey. 


HILLS 

Hi II ‘.-i stow a traveler, but not 

mve r*j iy U i is < j£t i dangej rs may 
lie beyond 


ICV WASTES 

1 he horror ioe of the Northern 

glacier^. ,HJ|CJMW 5 > I IL.I tMVufer SO pass 

through Tto icy Wastes art 
iriiporwitirabli v to al 


CITY 

A strongly fortified township 
Which may hiirh-aur enemy 
forces or offer in a 

Iriendly army. Storming a ciiy will 
he a hard td&K 


FORTRESS 

Hie stronghold of minor LwH. nt 
I he Iremark, fortress will offer 
^ciiTife protection. 


MtST 

Cod misiii bkxk Cto laririh^ape Frr.rn 
yisw as they roll ^across the lasmark. 
All 5*we Shareth ‘stoecjULird fir'd thoir 
ffluraee and strength sappt-d rf 
in lhar gnp 


CONTROLLING A CHARACTER 

Doomdark's Revenge is not an ordinary 
adventure game and controlling the 
characters does not require you to guess at 
the right phrase of command instead, you 
have four basic options, each available at 
the press of a single key? 

I }LQOK(<)* 

On screen will appear a landscape 
corresponding to the view that the 
charactei sees in the direction he is looking 
at the lime During the LOOK option, you 
can turn the character to look in another 
direction by pressing on of the compass 
keys. 

2) MOVE (Spate) 

When this key is pressed, the character will 
move forward in the direction he was Iasi 
looking When he reaches his new I oca bon, 
he will continue looking in that direction and 
a new panorama will appear Characters 


PALACE 

Although noi rlesi.-iiver) lo 

withstand armed assault, a 
palace i& still a centre of power 


Movhit if- a n( through a fore si will 
i iQl L-t? swift, sain& I dr the Fey 
whose tomes fie there 

TOWER 

MI 

Tiie Watch I owe re 
of the tcemark 
i may hold dark 

app?oach wiih 


ARMY 

A friendly dimy oTtef* no hindrarirje 
to the tfayeftertot an attempt Id go 
through I he midst of an enemy 
Hmiy ttflefs ihR gravest oi peril 
Asyou Inuk around during your 
ti HvriTi. iaf^e figures ™y n 

the ioregroyfU of each pancrarraa 
you see These ere the w^mors, 
dristcKters and creatures that lie 
irnr i ahead of you Yoii to 

r« 'i however, see an ihal lies ahead 
If perchance . you lirwt y Ajsq-d m tin 
undergnaLUbJ lui ind. k±* pillari:. 
w^wned wiih fire will ma rk ih^ way 
forward If there is no way ahead, 
you wri see naught hul darkness 
Tunnels emfcy lead north, south, 
easl or west 


TEMPLE 

A temple Is apt Lo hartouF dark 
ato mysterious forces Some 
give access b&nighted ways 
beneath the earth 

GATE 

lerraoean 

roads, the Gates of the I comark 
md al the ttifeshol!]l of the dark 
world below 


PIT 

T hrmjLjh the dark, mouth 0-1 the 
abyss you may find ao&ess to 
subterranaafi bottoul 

creatLies may issue '“orth ftorm 
(Mr- towels Of the earl! 
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cannol move during She nsght nor can they 
move into the tcy Wastes that surround the 
Icemark. Other factors may atso restrict 
movement — exhaustion, cowardice and 
so on, 

3/ CHOOSE (Restore) 

The CHOOSE screen presents you with a 
list of special options and they keys you 
must press to obtain each. What special 
options are open will depend on the 
situation the character finds himself or 
herself in. but they also reflect the particular 
personality of the character. So. the 
choices open to a greedy character will 
seldom include acts of generosity, nor the 
choices open to a cowardly character 
include brave deeds 

4) CHECK 

There are four CHECK keys, They enable 
you to access detailed information 
concerning the character you control and 
the situation he or she is in. 

a) CHECK PLACE (+): Gives you general 
information about the time of day, (he place 
and what your character may or may not 
have found there, 

b) CHECK BATTLE (-): Gives you details 
of any battle or skirmish your character has 
been involved in. 

c) CHECK ARMY {£>: Gives you details of 
your own army, any other army In the same 
location and any army in the location 
immediately ahead of your character. 

d) CHECK PERSON (Home): Gives a run* 
down on the personality of the character 
you are controlling. Beware — some 
personalities may change as the game 
progresses. 

You can press the LOOK, MOVE. 


CHOOSE and CHECK keys at any stage 
dunng any of the four basic options and the 
new screen will appear at once. 

MOftf... 

Sometimes there may be no room on a 
screen to print alt the relevant information 
Whenever this happens, the message 
“More... will appear at the bottom of the 
display. Pressing Y’ will access the 
remaining text. 

NIGHT AMD DAWN 

The game begins on the day that the 
Moon prince odes forth from the Gate of 
Varenorn into the Icemark and proceeds by 
day and by night. During the day you can 
move any or all of the characters you 
control, together with any armies that 
accompany them. The distance a character 
can move in one day depends on the 
difficulty of the terrain and whether he is 
riding or walking as well as his general 
vigour., You must learn by experience how 
far you can travel under given 
circumstances. However, there is one 
important thing to remember when you 
travel directly north, south, east or west you 
are moving just one league at a lime, 
moving in any other direction, you are 
travelling along the diagonal of a square, a 
dtstance of approximately 1,4 leagues. This 
will therefore take you longer and leave 
less hours of daylight lor your journey. 

Each character has his own, individual 
'clock' and when he has exhausted his 
hours of daylight, night will fall for him He 
will be unable to make any further 
movement until the following day. Other 
characters under your control, however, will 
still be able to move. 

Once you have moved all the characters 

you 


key (0). This lets night fall everywhere and 
signals the beginning of movement for the 
forces of the Heart stealer. Independent 
characters will also move at this time 
There will be a pause as the computer 
'thinks' and rumours of battle and other 
events may appear on the screen. Soon, 
however, the night wilt be over and the 
message Dawn Breaks’ will appear on the 
screen. 

To begin the new day you must press the 
DAWN key ( 9 ) and then you will be able to 
control your characters afresh, IF YOU DO 

NOT PRESS THE NIGHT KEY OR THE 
DAWN KEY AT THE APPROPRIATE 
TIME. NOTHING FURTHER WILL 
HAPPEN AT ALLI 

THE WARRING FACTIONS 

BATTLE 

Minor skirmishes involving individual 
characters can lake place 

at any stage during the day and will have 
an immediate result. Battles between 
armies, however, are not decided until the 
day is over 

You are NOT able to move an army into 
the same location as an unfriendly army by 
using the MOVE key Such a decision is 
always a special option that you must 
select using the CHOOSE option. Some of 
the commanders you control may be so 
afraid that the possibility does not occur in 
their list of options, 

Two option® can move an army onto 
unfriendly ground, ATT ACK and 
APPROACH. AT TACK should be used if 
you want to fight a battle regardless of the 
other commander's intentions, APPROACH 
is like going forward under a flag of truce: 
you may be able to parley with the other 
commander and perhaps persuade him to 



This superh playable demo Is Level 1 from the 
game, with you in control of the T-800 Terminator 
— Arnie himself — and you've just met your state- 
of-the-art replacement, the awesome shapeshifting 
T-1000. To complete the level you must temporarily 
defeat the T-1000, allowing John Connor to 
escape. The faces of the characters in play are 
shown in the status display with their energy bars 
beside them. 


STATUS AND 

SCORING 

Points are awarded as 
follows: 

High Kick 500 

Low Kick 500 

Uppercut 10DQ 

Headbutt 750 

Punch 100 

Crouching Punch 200 
Knee 750 

5000 points are awarded for 
completing a level in the finished game. 

© Ocean Software Limited 1991. All rights reserved. 


trpp&rcul twi 

punch __ 

fo-fcfdk Uni 

'Oi»h/pi>n(b 


(Ocean) 

T erminator II: Judgment Day is probably the most expensive 
movie ever made and Ocean have gone all out to do it justice 
producing a massive nine- levs I game with superlative 
presentation, Including no less than 23 static screens. The game 
is reviewed on page 14, but we’ve also got an exclusive slice of 
the gameplay for you to try yourself, 


wish to 

you 

must 

press 

the 

NIGHT 


join your cause. On the other hand, he may 
well ignore your flag of tfuoe and fall upon 
you. The APPROACH option should be 
used with some caulion. for if batlle does 
follow, you will be at a disadvantage 
compared to ATTACK. 
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Once bailie has been pined, Ihe 
character will nol be able to move until the 
fol lowing day, You can, however, move 
other characters into the same battle If you 
wish At the morrow's dawn, the outcome of 
the battle will be known to your 
commanders. If the enemy has Just. hiB 
armies will have been destroyed or have 
fled, leaving the battlefield in your 
possession, ff the enemy has won a 
decisive victory, you will find your 
characters (if they still live) scattered and 
bereft of troops, if, however, the battle 
continues, you can move your commanders 
away that down or leave them there to fight 
on through the next night. 

Many things influence the outcome of a 
batlle but you mu si learn by hard- won 
experience which are Grucial. 

THE KINGDOMS OF iCSMARK 

The land of teem ark is ruled by five major 
races. To the Norlh-east, Ihe Men of the 
Frozen Empire are governed by Shareth 
the Heartstealer. To the North-west lies the 
Kingdom of the Giants, to Ihe East the 
Kingdom of the Dwarves whilst to the South 
are the Qullands of the Barbarians and the 
Realm of the Fey, All of these are 
intermit! enlly at war with each other, 
involved in petty feuds and border raids but 
of them all, the Frozen Empire is the 
strongest and the most feared. To defeat 
Shareth, Luxor must find allies in these 
foreign domains. The Lords of the Fey 
should be counted the most friendly, the 
Lords of the Iceguard least so, but a 
cunning Moonprmce will exploit their 
differences to his own purpose. There is 
only one in the whole of the Scemark who 
will never rally to his banner — Shareth the 
Heartstealer, his mortal enemy, 

© MB Singlelon 1936 

SPY VS SPY 

(Software Business) 

THE MISSION 

YOU ARE THE WHITE SPY„. 

T his is your mission, should you decide 
to accept it... Collect the four secret 
items together with a briefcase, locate the 
only exit and board your plane, all within 
the time limit. To complicate matters, your 
opposite number on the black side has 
been sent with Ihe same mission. You have 
only your wits and 1 the latest Trapulator 
model FSSB4. The ultimate white victory is 
in your hands. 

KEYS 

Use joystick for movement and FIRE. White 
Player uses Port 1 , white Port 2 is for 
Player Two. RunfStop; Pause. F 5 Return 
to Option Screen. 

GAME OPTIONS 

When the game has finished loading, you 
are presented with the option screen. 

You may modify the following options: 
Number of Players. Difficulty Level, 
Computer Opponent IQ, Exit Hidden or 
Reveafed. 

Using your joystick, you may move the 
cursor to any of the options, Moving left or 
right alters the option. Qnce you are happy, 
pressing FIRE starts the game. 



CONTROLS m 

The rooms you are searching are three- 
dimensional so moving up moves you 
toward the back of the room, moving 
down, towards the front. Beiow your 
display is the Movement Status Indicator 
giving you directions to the last nine rooms 
you visited As you trace your movement 
back, Ihe Movement Indicator wilt scroll 
left to right, deleting each arrow, until you 
return to where you started. 

To manipulate objects, move within 
range of any object, then press FIRE Any 
object within a room can be opened or 
lifted and may reveal one of the objects 
you are looking for If you are unlucky 
and you haven't got a countermeasure, it 
will activate a booby trap, BOOOOMM! 

To open doors again, simply move into 
range of it, then press FIRE. 

SCREEN DISPLAY 

The screen is split into two sections. T he 
top half shows what the White Spy is 
doing, the bottom, what the Black Spy is 
doing. At the right Of the screen is the 
Trapulator and its icons 
When both spies are in the same room, 
only the display of the spy that was 
already in the room is shown and combat 
mode is entered 


COMBAT MODE 

When in combat mode, spies cannot 
search objects or use Ihe Trapulator, but 
they may open doors (and set off any traps 
attached to them). 

If they are not in range of an object, 
pressing FIRE willlet them fight each other 
with dubs. The two spies automatically face 
each other To swing the dub down, hold 
FIRE whilst moving the joystick from UP to 
DOWN, To jab with the club, hold FIRE 
then move the joystick LEFT to RIGHT, or 
RIGHT to LEFT About 7 solid blows are 
needed to ’Kill 1 a spy, but with time both 
spies will recover strength. To move whilst 
in combat, simply release FIRE 
If a spy is carrying something when 
entering Et room with the other spy in it, the 
object is either lost or hidden in the room — 
depending on what the object is. Traps and 
remedies are lost, whilst inventory items 
and the briefcase are hidden in that room. 
The winner of combat is then able to search 
out and gain/regain possession of the 
object. 

TIME 

Both players start with the same amount of 
time to complete the mission, However, 
(here are several time penalties: you lose 
time when selling a trap, falling vietim to a 
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will be successful and the ball will pass 
through. If not, the ball will be rejected 
and you will explode. 


GAMEPLAY 

S imply deflect the balls from going 
through your energy field. 


Unsuccessful 


You play against the computer bat, who 
has the same abilities as you. Destroying 
the computer bat earns you 10,000 points 
towards becoming the Game Master 


If your green ball hits 
this, you gel whatever 
power it is offering. If 
the computer's blue ball 
hits It, the computer 
gets the power-up. 


POWERS 

1. Large bat 

2. Small bat 

3. Fast balls 

4. Slow balls 

5. Fast bat 

6. Slow bat 

7. Bomb {Beware} 

8. Crazy Balls {10,000 bonus points on 
completing this level}, 

© R Hezseltine 1991 


Successful 


trap and being killed by your opponent 


BOOBY TRAPS 

As the spies move through the embassy, 
they may select any of the five traps, These 
are Bombs, Springs, Buckets of Water, 
Guns with Strings Tied to the Triggers and 
Time Bombs 

The Time Bomb is activated Immediately 
and is I he only (rap which can'1 be carried or 
deactivated It goes ort in 15 seconds and 
any spy in the room when it detonates is 
zapped and loses 7 seconds of acluai time, 
plus 20 seconds Off his time limit Unlike 
other traps. 1 he time bomb is not set off by 
searching, so listen carefully for (hem, 

The Gun-With- String and Bucket-of- 
Water can be attached to a closed door 
The Springs or Bombs can be placed 
behind or in anything, Spies can cany traps 
in and out of rooms placing them where 
they wish. Traps are depicted in black, 
whilst their remedy is shown in colour 

To Place A Trap: 

1 . Press hrf twice to access Trapuiator 

2. Move the arrow to the trap you want and 
press fire to select tl, 

3, Position the spy in front of the selected 
hiding place. Watch for the brief flash when 
you are in the correct position. 

4, Press FIRE. The trap will disappear and 
you will short beeps to indicate the trap is 
set. 

NOTE: In the case of the Gun -With* Siring, 
only the gun will disappear. As you move your 
spy around the room, the string will stretch 
and follow the spy. Position: him in front 
of a closed door, watch for the flash then 
press fire to set the trap. I s ! : 

Once the trap is set, EITHER spy can 
set it off 1 Both spies gel points for each 
trap set off by the opposition. 

As with traps, remedies may be 
carried from room to room, but except for 
items in the briefcase, spies may only 
carry one object Below is a table of 
traps and remedies. 


TRAP REMEDY LOCATION 

Of REMEDY 

Bomb Water Bucket Red fire box 

on L wall. 

Spring Wire Cutlers White tool box 

on R wall. 

Water 

Bucket Umbrella Coat Rack 

Gun & 

String Scissors First aid box 


n 


pr 

4 «** 


Tl 1b 

Lft 




1r 3 




Front 

deflected ■ 
ball 

J Energy 

-rf— field 

n . 

ft — Bat 

If the ball goes through the energy field, 
you have a second chance to catch the 
ball with the back of the bal — but you 
must be quick! 

V j 

Energy field 

^ Ball caught 
from behind 

This will cause a rift in the bat and ball, as 
they try to merge with each other (an 
alarm will sound!). 

If the ball was caught in time, merging 


Bomb None N/A 

TRAPUIATOR 

The Trapuiator serves four basic 
functions; Select Booby Traps. Pinpoint 
Your Location, Show Time Remaining and 
Show Inventory. 

Across ihe top of ihe Trapuiator is the 
clock showing time remaining to when 
your escape piano takes off, Below the 
clock are six buttons; the first five are 
selectable booby traps and the sixth 
bnngs up a map of the embassy 

On the Map your spy is In the room 
which is blinking. Rooms filled with a 
colour indicate that your spy has been m 
that room at least once. Any required 
inventory items are shown by a dot. what 


the objects are and however many there 
are in a room is not revealed Neither 
does the map display the position of (he 
other spy nor any olher floors of the 
embassy — if there are any 

Finally, the Trapuiator displays items 
that you have collected on youi mrssion 
From left (o right these are; passport, 
money, key and Ihe secret plans. Use the 
briefcase to hold ali these Items. Protect 
these at all costs as there are only ONE 
of each in any game. 

If an item is found and you don’t 
possess the briefcase, the item will be 
stored in the white satchel your spy is 
carrying and it will flash on the 
Trapuiator, 

Some of the embassy buildings are two 


storeys high and you may move between 
them via ladders. Holes in the floor are 
often hidden by carpets. To uncover, use 
FIRE and lsb the joystick to move up or 
down. 

If you enter a room with a ladder, you 
may activate if by moving within range and 
pressing FIRE this lowers the ladder lo 
ground level so your spy may climb up. 
Pressing FIRE again wih raise the ladder 
back up. 

If you enter a room with a rug, standing 
in range of it and pressing FIRE will lift the 
rug, Your spy may then climb down ihe 
ladder. 

NOTE if you attempt to exit without 
holding ali Ihe obiecls fn the briefcase a 
trap will be sprung! 







afterburner 

•IT'S MASSIVE! ‘IT'S INCREDIBLE! 
•IT MOVES! •IT'S AWESOME! 

•IT'S YOUR OWN FLIGHT SIMULATOR! 




NO 


0??955003 


THIS RAPID 
RADIO 
CONTROLLE 
TRUCK! 






^070839 550038 


IT’S INCREDIBLE 








CALt 0839 5SOO«> 




^tk^^550042 


Calls cost 34p {cheap rate) 45p (at all other times) per mifftfftTnc. VAT » 

For winners list send s,a.e to Megafone Ltd, Sandy lands House, Mo ret am be, LA3 IDG 
Average duration S.S minutes. Ask your parents permission before you call. 
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Ocean, £10.99 
cassette, £ 1 5.99 
disk, £19.99 cart 

It's 1 994 and there's 
jest three years before 
Judgment Day, the nuclear 
apocalypse. The future's 
ultimate, shapeshifting T- 1 090 
Terminator has been sent hack 
In time to ensure victory for the 
machines, but Mankind has one last 
Ar tile's back and this time the T-800 





J 


Terminator 





protect John. The ensuing battle is 
recreated in this huge, nine-level game 
beautifully presented with 23 bitmap 
screens. Each of the levels opens with an 


/ 


I 


is a good guy, a kinder, gentler Terminator for 
the '90s. Stuart Wynne dons black shades and 
fake flesh for the clash of the killer machines. 








k 


. | ^ 


X 



m^m 


• Face-pounding beat-'em-up action is the core of 
both game and movie - see this level on Megatape 22 


A/ he original Terminator sprang 

from a future even bleaker 
than Speedball Zs, a future 
where total nuclear war has all but 
destroyed humanity, Apocalypse was 
started not by accident or military madness, 
but by America s own automated defences. 


| survivors. One man, 

organizes some 

Y* M resistenca so Skynel 

| builds a lime 

4c H . 4^ machine to send a T- 

^ £ : ^1 J 800 back to 1 984 

Sarah, ensunng he 
is never bom, A 
, 1 human commando is 

sent back too, and a 
spectacular battle 
I results. 

The commando is 
ultimately killed, but 
iction is the core of hot before tailing in 
vel on Megatape 22 . ■ ove w ^h Sarah and 1 

making her pregnant 

with a son - John Connori After stopping 
the Terminator herself, Sarah heads south, 
determined to prepare her son for hrs 
future... 

Terminator 2 is set ten years later, John 
is a streetwise kid and this time Skynel has 
sent the ultimate T-1000 shapes hifter to kill 


introductory pic, plus text explaining the 
plot, and closes with more of the same. The 
most impressive element is the superlative 
intro (see the Mega tape demo!) 

Level One is on this month's Megatape 
and shows the first meeting between the 
two Terminators In the movie they throw 
each other through walls, blast away with 
guns and so on. Here they simply go hand- 
to-hand, The background is unremarkable 
and the combat moves limited, but the size 
of the sprites is impressive and game play is 
well judged, initially tough but soon opening 
up. Contrary to the preview, I he game now 
ignores (he fact the T-800 doesn't win this 
battle — unless you knock the T-1000 out 
for the count It's game over time. You also 
better win well — your energy level is 
carried throughout the game and there are 
no extra lives or conli nue-plays! 

In Level Two the revived T-1000 comes 
after John in a juggernaut, a scene shown 
from overhead with a vertical scroll. The T- 
800 has rescued John and he's on the back 
of its Harley Davidson, this gives you two 
energy bars to worry over. If you go too 
slowly the juggernaut bumps into the bike 
and John ioses energy, so it's best to keep 
the joystick pushed forward to keep 
accelerating. However going fast means 
you have less time to dodge road 
obstacles, and each hit drams T-800 




The state-of-the-art Skynet computer was 
developed to protect America, but by 1997 
it had become intelligent enough to rebel. 
So it provoked nuclear war with Russia, 
and in the aftermath uses Terminator 
robots to eliminate the few human 




is the slickest carl yet with a 
great intro and excellent 
bitmaps keeping the game together far 
belter than any Ocean game yet. 
C2Ners don't have the pleasure of the 
pre- and post-level bitmaps but at least 
the intro and end bitmaps are in there. 
As for the actual game 1 found it slightly 
disappointing for what is a major Ocean 
product; there just isn't that much 
innovation However, the levels are very 
well crafted with pace and quality 
graphics, the subject is a sure-fire 
winner and the variety of 
gamepiay should appeal ^^^0* 
to alt. I particularly liked 
the SWAT van and 
Cyberdyne levels, so 
it's definitely worth 
getting! Jir 


him, A T-800 T erminator also ami ves, but energy. It's a lough level, the basic course 
it's been reprogrammed to wraps around five limes before you 

/' \ • Arnie and John Connor flee from a speeding juggernaut on a 

ir Harley hog. 


w 

I 





looking for 
lifts to take you 
^up/down. Sarah can duck 
down, but you need lo be standing to bop 
the orderlies on the head 


success here, you 
gel some crucial 
energy back. 

With the T-10Q0 
temporarily tost, John 
orders the T-800 to 
help him rescue his 
mother, who has 
been committed to an 
insane asylum after 
trying to blow up a 
computer factory, 
Sarah isn't simply 
waiting to be rescued 
though, she's been 
training hard and 
Level Four sees her 
escape attempt 
Armed with a sawn- 
off broomstick she 
lakes on the orderlies 


which needs 

careful timing to avoid getting bopped 
yourself! 

The T-fiOG arrives to help complete 
Sarah's escape, only to meet the T- 1000 
for another fight (Level Five), This time the 
T-tOQO is wearing a different uniform, and 
the background has changed, but 
game pi ay is much the same as Level One 
It's a satisfying fist fight with the aim being 
to floor your opponent with the minimum of 
energy toss yourself. 

Level Six sees T-800 with half his face 
gone and the metal pieces scrambled! 

It's another puzzle level: once again the 
aim is to moves the tiles so they resemble 
the start picture, The pattern's a lot more 
complex though, and unlike the wires each 

piece has its own 
individual slot, plus 
■ the control system 
seems tougher . 
Getting all your 
energy back here Is 
a real challenge, and 
1 » an increasingly 

frantic soundtrack 

^ increases the 

3 - - - ^ pressure, 

I i .T - — In the movie 

ir i f m Sarah, John and the 
IrMyi: “ T-BOG go off to the 
\ E-* ■; _ desert to prepare for 
1 1 crossing the border 

into Mexico. 

„ , However. Sarah is 

• A muse led- up Sarah Connor makes her attempt p|agued by njflhtmar€ 

5ca P e - visions of the 

dors in a multistorey asylum. coming nuclear war and resolves / 

s basically a maze, you must to do something about it. She 
[joking for lifts to lake you decides to visit Cyberdyne Labs 


Put the control wires in order to restore your 
/ energy - a scene from the original movie not T2. 

I jT 

v complete it. Once again gameplay is 

u nong i nat; su ccess relies on mem oriz i ng 

the pattern of obstacles as much as good 

reactions. The scrolling background, with 

jumps, is reasonable while the big bike I m I I 

sprite is great. 

If you get past this (evel your energy is 
likely to be low, SO thank goodness for h-wr~ni 

Level Three It starts with a picture of (he . 

T -800's hand -control wires In the correct ■■ » 

order, then they're scrambled and a sixty- ^ a , 

second timer starts, Use the joystick to ^“1 ^ 

move a cursor around, then press Hre to f \ W 

select a piece of puzzle which can then be 
pushed up/down, left/right to swap with ... 

the neighbouring pieces. It's easy to 
do, not really a puzzle at all, the only I 

difficulty is in getting it done quicklyl JHpB 

Fun gameplay is enhanced by a tune e 

which accelerates as time runs out, * / 

/\ while the hand graphic periodically ** and do 

_ n, twitches as if a nerve has been The level 

l \ touched, Depending on your run left/right I 


• Unscramble Arnie's face to regain vital energy 


• The TBOOrflOGO confrontation resumes in the asylum 
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Briflkanl intro, choke of keys Of foyitkfo phii 
injro/odro pit* arid tot: for each bad On cart this 
it a realty good game, di Jc coufd bo almost as 
impressive — - but rruPanl occesi h tough to heal 
Tope will be Frestqfing lfnx»$h f even with reduced' 
presentation. 


Apart from pesenfatton, 72 gets by on being 
ptetefond and eBknve ftsther than stunning 


Great mtra Irak, phis ekdfmoifHnchc^ pusife 
rmijfc, 0 fow imistortt drone (as in iiwfe) 

With darcnl FX. 


AHwugh rtone of flte kwk are in thenisdvei 
brifSanb Htare'sa strong compdikxi fa progress. 
Yc*j want fa see the moyw/garna develop* plus 
thert's saEi’ifatfHM in winning Jhrough with mm 
tntrgy (pbs high scores!]. 


Nine lewis provide a formktofak? challenge on cart 
ihe me is a positive factor end you g eta reel kkk 
banging it in, pudwng yourself a bit fuither each 

tine. 


A huge and professionally executed movie tie-in, 
rarely brilliant but always cantpetti ir and benefiting 
massively frem ccrlridge oa^ -aF’play, 


lactic is to just V K 

keep the cursor A. aK. 

central while dodg- _ J_ 

ing the obstacles and i L^l 

hoping the helicopter 
keeps r range. R 

The chase ends ; . ^ % Hi. — 

with the chopper M *%■ C«L, 

exploding, not that It *^F 

worries the pilot — our |j 

friendly T-1000 who 2™* ^ : 

takes on Ihe T-800 for Z >14 

one last time in Level J 

Nine. Stripped to the , 'j 

metal both characters 
are impressive, while 
ihe steelworks back- 
ground is nice. The T- * Th ® climactic ste 
1000 has improved Terminators stripp 

in toughness and healing him will need 
good energy reserves. Succeed and you 
get a few more pics to reveal the movie's 
ending. 

Most people will find completing J2 
difficult, but is it worthwhile? Well, there 
certainly isn’t much in the way of 
originality, most of the levels show 
gammg rust spots — nor are they 
sensationally implemented, apart from (he 
puzzle levels with the (witching 
fingers/face. Its also disappointing that 
the T-1000 never gets to show off its 
unique capabilities: if during one of the 
fight scenes one of its arms had 
transformed into a flashing blade that 
would’ve been great, But the 
programming team didn't see the film until 
relatively late, so maybe that's 

understandable. 
However, the levels 
are all well 
programmed, ihe 
graphics are good 
and gameplay 
enjoyable. Apart 
from the superb intro 
music and puzzle 
soundtrack, in-game 
sound is confined to 
a low, ominous 
semi-musical drone 
— much as in the 
film — with the 
reasonable sound 
effects on top 
12 is certain I y a 
big game, so much 
so the tape version 
will probably be a bit 
of a nightmare, 
Thankfully for non- 
disk users Ocean 
have belatedly 
decided to pul the 
game on cart, which 
is great news and 
makes the game a 
great deal more fun. 

I played that version 
and the rapid 
access/brill 
presentation kept 
me coming back 
when lengthy tape 
access might have 
pul me off for good, 

It s a shame that, as 
with SC/, a cart 


Same Design: Dementia 
Programmings Bobby Earle 
Graphics: Martin McDonald & 
Don McDermott 
Sound: Jonathan Dunn 


f • At the controls of a police copter, the T-1000 
chases Sarah and the T-3G0 in the SWAT van. 










Program: Finlay Mvnro 
Graphic*: No«l Hinas 
Music* Jonathan Dunn 


' - ■■■■ destroyed, and then kidnap Pis wife. As you 

_ ■ can imagine, Darkman is a little teed off. 

Id E- I and immediately plans his revenge Being a 

| I t bit strapped for cash, our hero decides to 

i i * * « t i i «, 4_ » i * t J* steal some of Stracks money to finance the 
I J 'J I evil gangster's downfall. So, in horizontally 

scrolling Level 1 , you must punch and kick 
L pr -m - .m I your way through numerous drug barons, 

• ^ *.* ninjas and their dogs to 

->"■ steal illicit drug money. | mnwr' 

• _ A 7j7 ^ \ *"] A subgame 

“* ^ M preceding Levels 2, 4 

a nd 6 , i nvolves aim i ng 
a cursor to take photos 

• final level and our Mummy of a vi || ain T his allows 

impersonating hero leaps over flames, v0U to create a I ^ 

his girl at the top of the skyscraper. jookalike, artificial skin El£_. - ? 

\ oor old Darkman, he's been in the mask to give you a 

wars hasn't he v There he was just bnel disguise in the 

minding bis own business and following section, _ , 

inventing artificial skin in his lab, when The second level • Darkman has i 

suddenly along come two nasty pieces of sees you trapped in a warehouse 5 

work like Strack and Durant. They bur^n his f actory w ith Durant and this joint and he 

face off with acid, blow him, up, cause him his cronies. You must fight your way onto 

so much pain that his nervous system is the roof, avoiding haywire machines and 

a Darky experiences problems with the economy class air vicious gangstcis 
travel on Level 5.. At ,ast V° u fTiake tl 


Text miro for each me Wooded level, small mono 
pics on completing tasks in levels. Three 
conti line-plays. 


Ill-defined enemy sprites on colourful, aitrocrive 


■ *. *- aaar«q isri * 3 9 reat 

game, but It 

has its moments The crude first level is 

very disappointing, but things do gel 

belter with the combination of simple 

combat and platform lumping proving 

quite playable, especially on Level 4 

where you have to firs! set the bomb and 

then return the way you came before «i 

explodes Rooftop and helicopter levels 

contribute variety, while the photo 

subgame is a novel idea On the bad 

side, the tiniest of mistakes 

• can drain most of your 
energy, making your task 
impossible Even with 
L continue-plays this 
proves frustrating with 
the tape mulliload 


Unmumoroble title tune, limited FX 


mJUKMDlUlI 0070 

Unexciting first level, but improves (hereafter. 


Fairly lough, frustrating- an tope, but comers 
and helicopter scene: have an original feel. 


A worthwhile film licence for ardent fam 




■iiL. 
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Crossing the bridge to the end of level one in this dated GVG-in spired effort, 

Griffin to 
devastate 
Thalax so 
thoroughly 
that there 
isn't a single 
friendly face to 
be seen; every 
square inch is 
crammed with 
villains and 
monsters. 
Anyone 
sensible would 
take the hint and go visit the relations, but 
Darius is given a mission by King Duncan 
to defeat the evil king — and what is 
Duncan doing himself, hmrn? 

So that's your ptotiine and very 
uninteresting It is too. The actual game is a 
fairly simple mix of platform-leaping action 
and plenty of rapid-firing. In standard G'NG 
fashion you're armed with one of those 
miraculous rapid-firing swords, you've got 
an unlimited supply to hurt about and they're 
fairly effective. As in G'N'G there are other 
weapons though; an axe flies in an art: 
which can be useful or disastrous, 
depending on the circumstances. Like 
G'n Gyou can only have one weapon at a 
time, but this game seems to force you to 
accept new weapons — it’s impossible to 
avoid the axe, for example. This is a shame 
as one of the best features of G'N'G, was its 

tactical element. 

One of the 
worst elements 
was the awkward 
jumping system; 
you need a little 
space to make a 
diagonal leap, you 
can't leap up and 
then change 
direction. This can 
be frustrating, 
especially if your 
joystick isn't top- 
notch, but 
Dragon's copies it 
for some perverse 
reason. More 
welcome is the 
‘armour system' — 
if you get hit onoe 


Genias/Linel, £10.99 
cassette, £ 1 5.99 disk 

I talian software house Genias have 
apparently just stumbled across Ghosts 
N‘ Goblins with less than honourable 
intentions. The result is Dragons Kingdom, 
a game inspired by G'N G ' s bad features 
as much as its good ones. 

Needless to say the scenario claims 
never to have heard of Sir Arthur and 
Princess Huss — no, their hero is the brave 
knight Darius and unusually for an Italian 
his quest doesn't involve running away or 
chasing women. Nope, Darius is actually a 
brave fellow who has no plans to switch 
sides midway through this battle. 

His beloved land — Thalax — has been 
plunged into darkness by the unleashing of 
evil demons from the swamp of Soggoth, 

The King of the Demons, long confined in 
the swamp by a magical spell, is in a fine 
old rage and transforms himself into a 

• As with GVi'G the start is frustrating ly tough until you get the 
hang of the awkward leaping action. 



« J mmsm Intrigued as Eo how Lmel 
j| justify this game as full-price 
with a mere three short levels — only 
made difficult by random enemy 
appearances and the inclusion Of 
pointless Ghosts N Gob/rns-styte 
features' like the useless throwing axe 
and awkward main character jump 
There's a measure of addichvity in the 
game simply because 
there' s some satisfaction in 
completing a game in^QpHUa 
days — as long as you ^ dK 
haven! bought the thing 


at £11. 


you lose your armour, get hit again and you 
go back to the restart point. Dragon's doesn't 
actually bother with any armour graphics, but 
the system is the same, with you needing two 
hits to die completely. This is vital, since the 
reset points are well spaced out and getting 
through without losing a single life would be 
difficult. 

There are three levels in all to the game, 
shown by an overall map which appears 
everytime you die. The levels are far from 
massive — they're crammed into a single 
load and after a single day's play we've 
already got to the last level, after which the 
game wraps around with more baddies. 
Graphics are rather dated, G'N’G was better 
of cou rse, here the main sprite is particularly 
poor and although volcanic action under a 
bridge is both familiar and nice, there's nothing 
new of particularly exciting. 

Dragon's would make an 
acceptable budget game, or 
compilation filler, but as a full- 
price release ft’s exceptionally 
dated Even in '86 Dragons 
would've been mediocre; today 
it's something of a curiosity. 




PRESENTATION 34% 

Poor loading screen, bvf g single loodj, high- 
scare- table and a progress map shows haw far 
you've go* when you die, 

GRAPHICS 41% 

Primitive main sprite, some okay enemy sprites 
and background graphics, hoi generally doled, 

SOUND 49% 

Reasonable tanes, one for each level, with dull 

spot FX. 




Irritating to begin with, 

LASTABILITY 35*54i 

Only three short levels, subsequently repealed 
with different enemies. 


OVERALL 


A somewhat playable, but simplistic and small 

game. 




(Cattle s of future 



UNDKK NEW MANAGEM ISNT 



0782 375043 < 



0783 575043 < 


★huge stock clearances 

AS BEFORE WE ARE SELLING ALL OUR COMMODORE STOCK. YOU THOUGHT THE 

LAST PACKS WERE VALUE FOR MONEY, 

BUT WAIT UNTIL YOU SEE THESE. 

AS BEFORE WE ARE SELLING THESE GAMES TAPES AS BLANKS, WITHOUT 

INSTRUCTIONS OR CASES TO SAVE WEIGHT. 

THESE ARE SOLD IN PACKS OF 20 TAPES FOR £9.99 + £1 P+P. 

IF YOU HAVE NOT BOUGHT ANYTHING ELSE FOR 

YOUR COMMODORE 
ALL YEAR THEN BUY THIS PACK! 


Post to: 

CASTLE SOFTWARE 

Castle House, 

2 William Clowes Street, Bursiem, 
Stoke - on-Trent 
STB 3AR 


! Please rush me:- 



Amount 







PAP 


Tfltal amount 



Name..... 

Addr?*- 




Ttl No, 




TOKYO JOB 


9.30 to 6.00pm ORDERS & ENQUIRES (0782) 575043 
6.30 to 8.30pm ORDERS ONLY (0782) 836317 


2 William Clowes Street, 

Bursiem, 
Stoke-on-Trent, 
Staffs ST6 3AP 



SEGA MEGADRIVE + JOVFAD 
COMPLETE WITH ENGLISH 
INSTRUCTIONS WILL PLAY 
ALL ENGLISH, AMERICAN 
GAMES l NO CONVERTOR 
NEEDED) FULL 12 MONTHS 
PARTS & LABOUR 
GUARANTEED AND ALL 
MACHINES TESTED 
BEFORE DESPATCH. 
ENGLISH DTEXT IS 
DISPLAYED ON 95% OF 
JAPANESE GAMES, 
REDUCED TO ONLY 
£114.99 
+ £6.00 P+P 


SEGA MEGADRIVE + 
JOYPAD + GAME AS 

ABOVE PHONE FOR 
CHOICE OF GAME 
NOW ONLY 
£ 139.99 
+ £6.00 P+P 


OFFICIAL ENGLISH 
MEGADRIVE 

+ PSU 

+ FREE GAME 
+ UK TO JAPANESE 
CONVERTOR 
+ JOYPAD 

SPECIAL PRICE £145.99 
+£6.00 P+P 


MEGADRIVE 

E A ICE HOCKEY UK ...37.99 

PGA TOUR GOLF ...,36-99 

SONIC HEDGEHOG. .,,.29.99 
REVENGE OF SHINOBI29.99 

STAR CONTROL 32.99 

WRESTLE WARS 32.99 

HARDBALL 33.99 

TURRICAN.. 33-99 

DINOLAND ...34,99 

OUTRUN 36.99 

ONSLAUGHT 32.99 

MIGHT N MAGIC 44.99 

WARDNER .....32.99 

ZERO WING., 33-99 

BONANZA „ .,..33.99 

FAERY TALE 

ADVENTURE ...34.99 

AERO BLASTERS ...32,99 

GYNOUG ,,.,,,,32.99 

JOHN MADDENS 32.99 

POPULOUS 34.99 

GOLDEN AXE ....29.99 

MIDNIGHT RES IS., 34.99 

SUPER MONACO 34.99 

ELEMENTAL MASTER . 19.99 

WONDER0OY III 23.99 

ALIEN STORM...,, 32.99 

STORM LORD 34.99 

STRIDER 27.99 

MICKEY MOUSE 24.99 

UK CONVERTOR ,.9-99 

PLEASE NOTE: WE WILL 
SEND WHICH EVER 
VERSION WE HOLD 


SECOND HAND HARDWARE 


AFTERBURNER 2 

STREET SMART- 

...3499 

,...34,99 

AUL MACHINES CARRY AS 
MONTHS WARRANTY. 

BARE KNUCKLE 

KA G E Ki 

...34.99 
„,32 99 

GAMEBOY + TETRIS 
+ LEADS £49.99 

PIT FIGHTER 

,...36.99 

SEGA MASTER SYSTEM 

cpinrPMAtJ 

,34.99 

+ GAME £34.99 

hi 

81 
77 ? 

□ 

: 

...33.99 

SEGA MASTER 



SYSTEM PLUS - — £49.99 


WE URGENTLY 
REQUIRE MORE 
GAMES + CONSOLES 
DUE TO MANY 
SATISFIED 
CUSTOMERS 
RECOMMENDING US 
TO FRIENDS' COME ON 
PHONE ME, I BUY, 

SELL OR PART 
EXCHANGE. WE DO 
DEALS LIKE YOU 
WOULDN'T BELIEVE. 

NEW RENTAL CLUB NOW 
IN OPERATION AT OUR 
HANLEY STORES 6 HOPE 
STREET HANLEY STOKE 
ON TRENT. PHONE CRAIG 
ON 0762 267952 FOR 
DETAIlLS WE RENT: 
NINTENDO, SEGA 6 BIT, 
MEGADRIVE, LYNX, 
GAME BOY. FAMICOM, 
GAMEGEAR. PC ENGINE, 
CALLERS MOST WELCOME 


(2 GAMES* LIGHT PHASER} 
NINTENDO NES 

+ GAME - £54.99 

NINTENDO NES 

ACTION PACK ,--£69.99 

(2 GAMES + LIGHT PHASER) 
NINTENDO NES 

DELUXE PACK.. £99.99 

(2 GAMES + LIGHT GUN + 
ROBOT) 

SEGA MEGADRIVE 

♦ GAME - .1169.99 

PC ENGINE + GAME.. ..,....£69.59 
ATARI LYNX,.. £64.99 

SOFTWARE (SECOND 
HAND) 

NINTENDO GAMES 

FROM £1499 

GAWEOOY GAMES 

FROM £12.99 

MEGADRIVE GAMES 

FROM — £13.99 

LYNX GAMES FROM ..£13.99 

PC ENGINE GAMES 

FROM -..-.£14,99 

SEGA MASTER SYSTEM 
GAMES FROM..... £6J9 


NINTENDO FAMICOM 

FAMICOM SC ART + 2 
GAMES OF YOUR 
CHOICE. FULL 12 
MONTHS WARRANTY 

SPECIAL PRICE 
£299.99 

+ £10 CARRIAGE 


PAL (UK TV VERSION) + 
ANY GAME OF YOUR 
CHOICE- FULL 12 
MONTHS WARRANTY 

SPECIAL PRICE 
£329.99 

+ £10 CARRIAGE 


PLEASE NOTE: OUR PAL 
FAMICOMS ARE CONVERTED 
8Y EXPERTS iN JAPAN. THEY 
ARE OF SUPERB QUALITY AND 
RELIABILITY and ARE MADE 
FOR THE UK MARKET PLEASE 
pO NOT CONFUSE OUR 
PRODUCT WITH CHEAPER 
N5TC AMERICAN MACHINES 
TMAT ARE CONVERTED IN THE 
U K. AND ARE IF INFERIOR 
QUALITY. LOADS OF GAMES: 
FINAL FIGHT, MARIO LAND. 
DARIUS TWIN. ULTRA MAN. SIM 
CITY. AUGUSTA, POPULOUS. 
KICK off II. ACTIVATOR. GREAT 
BATTLES. F ZERO G RADIUS ill. 
HOLE IN ONE. BIG RUN, 
BASEBALL, GHOSTS AND 
GOBLINS. PHONE FOR PRICES 
FREE POSTER WILL ALL 
ORDERS 





ALIENS 


^ Price 

. ..i. 


Wiprpi-ChnK 
Miprm V'J.if 
Mg 1" !i £:ivd F /* 
Mn>B WEI 

Mbwwb^ I 
Mull U« 1 
Mul! M X 7 
MufrtaK 3 
NhwZ?yiniiiJ Btaiy 

OjfP‘iil“:i:i W-:># 


+ * * AMAZING OFFER * * * 

SELECT ANY TWO GAMES FROM THE 
LISTS BELOW AT DISCOUNT PRICES 
I E tm * 2.99 NOT 5.9a but 569 

2.99 + 3.99 NOT 6.99 but 6.50 

999 + 3.99 NOT 7.98 but 7,40 


1H TU _ 

3 W To«*#h*Hfc 

3 9D Tin&m 

4.R9 Top C*fc B HO* Cilfc 


DIZZY COLLECTION 

Diixy F;i^l Food Famaay Y»om 
DiZIy. Tlmisyrr Dizy 

ALlaglcland Dlizy 

Cai& J.bb 


RAINBOW CCLLECTJO+* 
Rainbiy* iw.Tiyls, Ndw Zom^d 
SlDry. Bubble Bubble 
Cm 7.50 


Djtiip 


3 69 '^gi-onto. 

i $$ vUwtatart new 

WjekyMt 

j; Woe Lii Mrii 

■3 M YsM Gamw 

3« X«r4ft 

a 99 JEgMa NEW 

1 Vy t It'D C'tiuil MilcAlHi 

399 Y^lGrq^EiWi 


POWER yp 

AiierHd Tumcan. Chase 

Hd, X bul R^fibc^w Lslands 

Cass 11.90 Dial* 13.00 


HOLLYWOOD COL LECTION 

R- Balrnaji Tiw Mqv«, 

Indira Jnnnr: & The Lasl 
CAjsede.dhaaibu^B*^ 2 

Caaa 10.90 Disk 13.99 


C'a.TiurM 
Dark Mcs- 

Fni< ori F iiEy 

Fun Sr^XHJl It 
f-jnScha^Ka^t 
■Gbdnfi Am 
I Pav 3D Soccer 

KfckQITZ 

I * r -l Niru* 3 
LdIlis faprr 
Mulll Payw Soccer 
yari^ar . ... 
■Shade* Dancer 
Shnohi 


FVa T «nrjij 



Ol^d Cetn Qjik 

Ourtu Aihwitun , 

Qw*-ti ArcsdB 
OuAttra Catf1:ic'in 

Outafrn Dorphx 

Oiianry FirrocHMr 
fli r '^itEHi P-tr*ijT 

Hacyr 

Ouaflr-o £ porta , 

GiniJlr:.i r..iLUHil-ilr. 

•jLrinr.i Skill NFW 


MEGA HOT 

A TV, PantHii Sdin, BMX Sun, 
FfbTftnnig IIMT R\,gby Mig 
FgJ’-lar, Ffuii W'd-Khme. 

Pm Sim 

Chi 4.50 


1£H>% DYNAMITE 
Aflj«iiitimBr ! Do ut*? Di’agon, 
Last N i r‘i | , i II . Wnc Lr? hAar*. 
Caaa 10.99 Disk 13 5# 


* *FAYOLFRITE BOARD 1 
DAMES 

jClya*? Masler Detective, 

Ceit TW DSrit 10.M 

Diplomacy 

Csss 7. ji DnK 10.50 
MoropsHy Qm Luke 
Cm 7.99 Disk 19.50 
Risk Chi 7.M dlak 10.5b 
Sr. riddle Da Luxe 
CHaT.59 Qlsh 1 9.50 


MIND STRETCHERS 

Monopoly. Scr&tM^e 

du«to 

Cass 14.99 Dtsk 14 99 


PREMIER COLLECTION 

Flimfto s Quest Last Ninja i t 
2 . Dflhiinflbjr. Mylh 8 
I n I ema ^ mn »■ Kneel □ 

Cm 11.99 Dish 13.5HJ 


CluiLh rhrf* YAizFirfpH 

R-7>p* 

Rp-nlW III ... . 


Tumcan II 

Man Lrtd tufofie 

•uoarr 


VIRTUAL WORLDS 
Q^sIIb Mrissrar. Dnllar lotal 
Eclipse, Tha Ci^. Cm 13-» 


JK CROWD 

FiMnmi. PrTMTVlnr, Combal 
Sihuul Bartwrjin T mr-jol 
Renegade, Gry/nr, Knrtvpv 
Crazy Cars 

Csss It 9ft Disk 13.99 


F m any 
FmI Fond 

F ai-4« F4m .. 

Firai (Civilian Mdr.i^ 

mv* 

FocEiii tnri^my Vh.hi 

I oraaller' Wcrru 
Fi-jf klEK Nrn 

B*«i ¥ Fghvj. NEW 

&vy i.fmrnf SuiHNsk is 

CSstmlWi 

0»T»ri Wf^ . 

□hgfitulwri ■ 

Gfrosla ft Gnblru 
Omni Gjnopijs 


Fiwtj. ii q^iN? jeiS- 
M £ Kiddy 
H-.n ihn Gnunlkn 
3«K7by S ici^iop. Dog 

nm 

SikBrcrm 

Skjlr- 


US ON 24 HOUR CREDIT CARD HOTLINE 


021 440 4108 


PLUSE STATE NAME CUD miURfM EShftv l>*TL 4 GCOQS HEDL'RED 


P^«4pi 

Soksncm % Kiy 
yp-e-T TriniplMMM 

Sp4lT| lrn*ae 

Splits- r-##1« 

Spy S py I 

Spy V* Spy II < ^ » a "■ 3 



Spy Y* Sfry tal - AuHtt 

AiM 

StorW«3 

5dm 

-Sjpci Sc!dfrt»ti 

Supedcid r Spaur 

Tijr^ul ftflPJtgads 
TiUTArtCICeA Aim 

iKhPEHOp 

TN* CrT’piF, Stalin BaLh 

SyrnfrinrEdHiOn 
Th«GamiA Ww F'lAttn 


ORDER FORM AlcD INFORMATION Allordwi uni FIRST C.ASS viiUpt^i n; j -,m iit>i if Jui! ?.i i ii ■ ■-■jiipiiii iii'i! 

MilJ MS JHHCfiUSTE-R j ZOLPTkUnCrj IJ-'Pn El d«Ci‘ijft Eln^>r frtnrryt ^ 

ORDER FROM (BLCX^K CAPITALS) 

Name 


ZDEPT 


Nane Dl GQPTB 


Cdewuwr 


Vrl I L t' 


i ATiJJhI 


■"iQ^knya 


Address 


Hcihgudry 


l4^1iy K^ng 

Ho I Shnl& 


hrtii'i h^ngq 


I p 6 stcQd e. .’.y.v’ '. t e i no 

; PG ST AH j= RATES - neufe? adu 50p 1w pasl A gn jn OtfdflriLndoT 5 ELEC 

IrsujnlfHH BOd 1 p*r Man’ lYdn EECCaunlnM ndd 2 bOpgr nem by CSEqi>B 

iCii«]Lbpe peyatXe lb PhPd BuaiJar 


FufiliiH' 


i i.hihw m ku 

L Yil 4 I 111 Dti 

k'agiciand bizzv 


Can You 
Kill 
The 
ALIENS 
For 
CASH 
PRIZES 


USE YOUR 

IVOICE 

TO 

0UT0RAW 

THE 

GUNFIGHTEfi 


SH PRIZES 


We can repair or upgrade your computer 

within just 3 days. 

We will beat any advertised price in this 

magazine. 

All work carried out will have a 1 year 
guarantee we can pick up your 
computer free of charge if you live 
within 10 miles of our company. 


t you ore unde* 19 yera of oge rtecse ofclon p^rmlwldr. of whoever pays, try* nfam bill 
iN'^iAL PQ&Qit 36 L$l JIN Cor charges 36p Pgr Min Choop 45o Pg r-. 1 r- ai Otter ‘imei 


Commodcire 84 power pack £25.90 
64 parallel convertor £ 1 0 99 

30VSQ3 nbbon * 2 £9 99 

Mini office 2 cassette El ? 99 

64 instruction manual £9.09 

64 Slimline case £9 00 

Vic-29 modulator £14.99 

CB4. i t2S CommmodQfe Sound 
Expander module and Sound Studio- 
Mrdi compatible Drsk ut cass £9 90 
G2M/C3N datacorder £2 6 99 


64 Re^ei carifidge 
Wafas 64k x 2 
Min OH'ire 2 Disk 
C 1 26 instruction m^nua 5 
C3n 1o G&4 adaplor 
C ! 6' *4 games designer 


C &4 REPAIR - ONLY £24 95 
in eluding parts. 1 ! pbou r/in sura nc e 
&tc. Send machine only and fsuli 
descriptiDn. 


To order send cheque/FQ io 

Omnidale Supplies, 23 Curzon Street 
Derby, DEI 2ES. 

Tel: 0332 291219 

Open Mon-Sat 10-5,30 


V7S>4 
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• Your chance to spout forth on the C64 world. 


In Issue 70'* Stuff we asked for letters about 
Commodore's proposed C6 5 computer and we got 
them by the sackload. So many, in fact, that this 
month's Rrap has a special section! 


WHAT USE 
ARE 

CARTRIDGES? 

Dear Lloyd 

I’ve just finished the game 
Creatures after about three 
months of 'on and off enjoyable 
play. Never have I spent a more 
worthwhile ten pounds The end 
sequence is really good. To 
anyone who hasn’t bought it, 
shame oh youl 
Oh yes. CARTRIDGES U The 
point I think you at ZZAP! have 
been missing is that people buy 
C64s because games are good 
and cheap. 1 was going to buy 
an Amiga but £20-£35, a bit 
steep! I am trying to save up for 
a cart, but I am unsure which or 
whether to buy one, I've not 
been encouraged by recent 
letters about how much cart 
software is available on disk. 

Even cart releases like Ninja 
ft! are available on tape and 
disk, and from the software 
house. And why wasn't a 
colossal game like Turrican I) 
put on cart? If I buy a cart. 1 
want it to be value far money 
(like Creaturesi). 

Enough said about carts 
Where’s Pang? And when's 
Armalyte 2 coming out? 
Stephan McGrath, 
Urmsfon, Manchester* 

PS, Long fetter wasn’t it, bet 
you don't print it. but at least 
consider my point about 
cartridges (we don’t all answer 
letters for a £50.000 salary!) 
PPS. Please can you repeat the 
second series of the Terminal 
Man?? It was brill but I ve only 
got the first few episodes, 

• f 50, 000 a year? I'm lucky If 

t get 50p/ Sadly, the Terminal 
Man 2 was never finished due 


fo Off being extremely busy af 
the time. 

Pang is available now ( on 
c art onlyj, while most likefy 
for tape/disk Armalyte 2 will 
eventually be coming out — 
when Cyberdyne have 
enough time to do It 

you're right about relatively 
cheap software being one of 
the C64's main attractions 
over console and 16-bit, 
especially with alt those 
budget rereleases of old 
classics. Nevertheless, carts 
offer a dream for frustrated 
C2Ners: virtually instant 
loading without the need for 
an expensive disk drive. The 
snag , of course, fs the higher 


Dear Lloyd 

You slipped up last issue 
saying that nobody mentioned 
bananas last issue. Well this 
Issue I will. Did you know 
bananas are my favourite 
fruit? I think ZZAP! is totally 
wicked, it is so cool. The new 
look is mint, I have some 
questions for you to answer. 

1 . Have you got Robin off his 
fa) butt yeti 

2. Turbo Charge looks good 
but is it Faster than Turbo Out 


3. When does RoboCop come 
out on budget, and when does 
Sly Spy come out. I am losing 
my temper because of them! 

4 Why did you rate FI GP 
Circuits 54%, if is too easy. I 
can give them a 3 second 
headstart and still come first 
5. How come I played my 
male’s game of Turrican and 
when I got to the end of Level 
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l, ..it pi** potential) has been put on 
_ _ Oiliil'it hold by Anco. 

LM 

GETTING THE 
DIFFICULTY 


Tm!T 


Yo Lloyd 

Just thought I'd drop you a line. 
Well not actually drop It. More 
sort of send it Through the 
post. And, erm it's actually a 
letter, Not a line Actually It’s 
a bout.. -erm (counts lines on 
pages )...32,,.33...yeah. 33 
lines. Unless I've counted 
wrong. Erm, anyway this letter 
isn’t about the 'oh, most new 
games are about as original as 
Space Invaders, why don’t they 
make ’em like they used to' 
debate, it's about... duhhh, Oh 
yeah, that's itll! 1 want to talk 
about difficulty levels of games 
Now I’m sure most of you 
have bought a game which is 
either too hard like Silkworm, or 
too easy like Turrican (once you 
know where the lives are) or 
Turbo Out Run (the most 
overrated game of all time). The 
damn hard ones immediately 
pul you off and, once 
completed, the easy ones are 
shoved In with your collection 
never to be loaded again. ‘But 
how do we get the difficulty 
level just right, Uncle Cormac?' 

1 hear you cry, And I reply Tm 
not yer uncle, mate, but how's 
about a bit of PLAYTESTSNG?!' 
Citadel had a very good level of 
progression because of It and 
Creatures (best game of all 
time) benefited enormously 
because of playtesting, So 
come on, programmers, gel 
people to play your game 
before release, listen to their 
points and act on them! Now 
some general points. 

1. Love the C64 only' decision. 

2. Love the Megatape covers, 
they really add colour to your 
software collection (how poetic) 
but have you noticed that some 
of the games on the tapes gel 
very bad reviews? Take Dicky's 
Diamonds and Wizard Wan, or 
Orion. I think it should be your 
policy not to give away games 
which get less than 60%, (By 
the way. why do none of the 
reader's games have music?) 

3. Love the tips buf don’t print 
the cheats in the same issue as 
the review! (PS. Thanks for . 
discontinuing Robin's ugly 
mug!) 

Well that's it, I would end on 
the 'funny' end-note of 'back to 
the padded cell’ but I’m not like 
all those other wazzocks, Long 
live originality! 

Weil back to the soft- 


price. As for missing' the 
point about C64 software, 
surely the hope is that the 
C6 4 develops a mix of 
software, ranging from 
budget to full-price tape/disk 
and cartridge. £20 is a lot for 
a game, however some 
games do deserve it- — we're 
especially looking forward to 
Turbo Charge, superlative 
presentation and instant 
access should make this 
great super- fast game even 
better ! Everyone surety 
remembers the multiload 
hassle with the otherwise 
superb Turbo Out Run/ 
Hopefully, Commodore's new 
marketing of the CG4 as a 
console will give carts a 
much-needed boost, but in 
the meantime even the 
potentially bestselling Kick 
Off 2 cart (which promised to 
fully use the cartridge's 

4,1 the tape had run out? He 
is missing the end cart and it's 
not fair because i wanted lo 
finish the game 
6, Please make this letter the 
letter of the month. 

Joe Masoit, Jack sd ale. 
Halt* 

• The banana was recently 
voted the ZZAPI readers* 
favourite fruit! 

1. That'll be toe day I 

2. Yes. its speed is 
phenomenal, especially with 
the steep hills giving a 
stomach-churning 
rollercoaster effect! 

3. RoboCop probably won't 
ever come out on budget , 

Sly Spy was only ever 
released In a CGd bundle , 

4. Well, anything seems fast 
to Metro-driving Phlll 

5. 1 should tell him to send it 
back. 

5. What, jus t for mentioning 
bananas and asking a few 
questions? Not a chance 

LM 
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Instead. Of course It would 
depend on the quality of th^^| 
spec how well the C6S would 
sell. I've heard talk of Amiga 
quality graphics, but I tfb'n't 
know eboutJItat. If ffiey could 

| i wry to the 

'range that should 
0x200 resolution 
urs and 160x200 
rSi basically 
screen memory, 
iove the C64 on, 
hing they could do 
jal playfleld like 
s That would be 
iven if you had the 
jlutton because 
different colour 
schemes on the playfieids.' 


cushioned, locked room In an 
Institute for the mentally 
unstable and really rather 
dangerous, 

Cormac L««n«rd, Co 
Dublin, Inland 

P$. Bet your reply changes 
typeface halfway throughl 


subjects usually Included a 
comment or two about the 
proposed new machine. 
Below is the first selection of 
C65 letter a, but many more 
are still arriving and we'll 
print another aalectlon next 
month , We’ll try and forward 
every fetter we receive on the 
subject to Commodore, but In 
the meantime we kick off with 
not a letter, but a brief 
excerpt from s conversation 
with Audiogenic boss, Peter 
Carver. While most 
companies remain rather 
tight-lipped about the CBS, j 
Peter has tong been 
Interested In developing the | 
C 64. 

‘I said about three and a half 
years, ago the best thing 
Commodore could do for the I 
C64 would be to have a built-in 
3.5" disk drive. That would have 
the advantage of consoles in 
the speed of loading, and the 
advantages of computers in 
versatility and the low cost of 
the medium. 

'Commodore were promoting 
the C65 quite some time ago, 
even planning to launch it Iasi 
August, although in the end the 
GS console was launched 


should; after ell Miles Gordon 
tried It with the Sam Coupe m 
that was more bother then ft 
was worth. All these statistics 
look Impressive, and at 200 ■ 
quid the C65 holds a lot of 1 
promise, and If it's well hypecfl 
unlike most Commodore stum 
should hit off. Me? Well I'll glyi 
It time. I'm not saving yet but 
only time will tell as to the 
Bllllness aUftHkt all depends on 


• A game’s difficulty level Is 
always difficult (!) to get right, 
mainly because different 
players have widely varying 
levels of skill. 

1. Thanks . 

2, Our arty person Markle Is 
happy somebody likes hts 
Megatape covers/ 3. This 
rarely happens and it’s 
something we try to avoid — 
like looking at Robin's ugly 
mugi 

PS. Bet von it doesn't. Wliuops! 

LM 


# The SAM CoupP is indeed 
an Impressive bit of kit, with 
some similarities to the C65, 
however there’s also quite a 
few differences as well, apart 
from 4606 colours rather than 
the SAM’s US. 

Firstly, the Coupe wasn’t 
built by Amstrad/Sinclair and 
hence Its compatibility with 
Spectrum was initially rather 
variable — the first ROM chip 
meant only about 10% of 
unmodified Specc y games 
worked with early Coupes. By 
comparison the Cl 2S'S CG4 


• Another excerpt, this time 
from a reader's letter, has a 
more wary perspective. 


Now onto the mythical C65, is 
this a good idea, do we really 
want it? Weil yes and no Yes it 
would be great, a machine 
capable of blowing the likes of 
the Sega Master System and 
KES for six and having the 
same capabilities as a standard 
ST (almost), internal 3,5" disk 
drive and 1.096 colours plus 


• Well, we asked for your 
views on the C65 and we 
certainly got them. A veritable 
avalanche of letters have 
buried the Mill, with many of 
the letters specifically 
addressed to f/us one issue, 
but even fetters about other 


UTA7 

RETURNS 

Dear Lloyd 

Thanks for publishing my 
letter, I would like lo say a few 
more things — so here goes: 

A) Your replyf 

1 agree with you that licences 
are okay as long as they're 
well implemented, but of 
course more licences mean 
less original games don't they! 

I personally haven't seen any 
game on cartridge that couldn't 
be done on lape/disk. And 
besides, 1 do hope carts slay, 
but availability of them is awful! 
By the way. RoboCop hasn't 
appeared on budget yet 
because it is full of bugs! 
(especially load 2). 

B) Cartridges (again) 

Most of the carts I have played 
are, In fact, very good, and 
applause to all involved. Many 
of you may remember that 
Commodore brought out lots of 
carls in J 63/'B4 including Jack 
Attack, International Soccer 
and even Logo! (And then they 
were £20 as well!) So contrary 
to what people think, 64 carts 
aren't new. And of course, 
carts offer more memory too 
(which helps) and hopefully 
software houses will take 


advantage of it. But of course 
not everyone can afford £20 a 
time for a cartridge so 1 should 
hope I hat software houses 
involved do a disk version (or a 
tape one if possible as welt) so 
that you pay your money and 
take your choice. 

C) Bugs/Playtesting 

Most games on the C64 come 
out bug-free However, it 
seems that quite a few games 
rereleased are slightly bugged, 
detracting from enjoyment of 
the game. Obviously these 
games aren't play tested 
thoroughly, 1 for one would be 
happy to wait a few weeks for 
a game in the knowledge of it 
being play tested properly 
Bugs I've found recently 
include one in Spike In 
Transylvania, where once 
you've freed a certain number 
of prisoners the next time it 
frees two prisoners instead of 
1 one, which means you can 
finish the game without solving 
the puzzles. Another is on 
Level 4 of Last Ninja 3, on the 
screen where you have to 
jump the lava by the stones. If 
you jump from a certain place, 
you can walk in and out around 
the whole screen (whoops!) 
These annoy me because it 
makes the whole program look 
unfinished (Or, as in the case 
of RoboCop. rushed to meet 


the Christmas market!) 

D) GS vs Other Consoles 

The mam reason other 
consoles sell well is that they 
are marketed properly, and are 
hyped up no end. Most 
consoles have really fiddly 
joy i-i ads which are a nightmare 
to control and the games are 
dressed up in fancy graphics 
and sound. On Ihe Sega 
Megadrive, the games are a 
little easy ( a friend and i have 
finished Sonic The Hedgehog 
and Golden Axe!) and some 
are most unplayable to say the 
least. At least on the GS the 
games are cheap (well they 
are compared to others — 
would you pay £170 for a Neo- 
Geo game?) and the sticks are 
good too, plus because it's 
based on our beloved 64, the 
games are (mostly) playable 
too — but of course no hype! 
Shame, with the right 
marketing I'm sure it would 
have done a lot better than it 
did. 

E) Disk 5 / related 

Q: Why do people not buy disk 
drives? 

A; Plenty of disk games in 
software shops (tongue in 
cheek remark there! — ie there 
aren't any!) 

Yes, il's true, i've waited two 
years before getting a disk 


drive for my 84 because of it. 

!n fact on a recent visit into 
Manchester, only one of seven 
retailers stocked C64 disk, and 
even then there isn't many! 

And if no-one sees any disk 
games, ro-one buys a drive 
(apart from pirates who don't 
care — see below!). C'est la 
vie. I'm afraid. So listen up 
software shops — WE WANT 
C64 DISKS NOW! 

F) Software Shops (part II) 

Why is it thal no-one in a 
software shop gives the C64 
the space it deserves? In a 
recent Gallup poll, the 64 is 
only behind the Amiga in terms 
of sales. So this means of 
course that more space is 
given to the Nintendo! And in a 
software shop, disk availability 
is hard (see above) and no- 
one likes cartridges either! 

This means that disk-based 
games like Sard's Tale 3 don't 
sell well. Shame that. So listen 
up again software shops — the 
64 is the bestselling home 
computer ever, so why give it 
minimal coverage in your 
shop? This means no sales 
(and profit!). So, as PWE! 
would say, WISE UP 
SUCKERS!' 

G) Piracy 

Dear Stormiord of WOW, what 
Fun do you get by ‘cracking 



Secondly, MGT was a small 
company by comparison with 
Commodore and indeed the 
expert onG&bankrupted ft 
Commodore currently 
dominates 3 and 16-bit 
compu ting In the UK with 
masses of software support 
Whereas the Coupe was 
launched with only about four 
SAM games, all from Enigma 
Variations, any C65 would 
inevitably be accompanied 
with plenty of software 
support from Ocean, L/S Gold 
etc. 

Thirdly, advertising — 
Commodore has the 
resources to push the C$5 In 
newspapers, on TV and so 
on. Fourthly, Commodore s 
Impressive track record 
would almost ensure the C 65 
would be carried by high 
afreet multiples such as 
Dixons — die Coupe never 
was. Most people agree the 
SAM is technically rather 
smart and CSS could be even 
better which, with 
Commodore muscle , could 
succeed wriere MGT's lack of 
resources proved fatal. 


you on}, ire duality oi 

games is looking Tu^lowp 
Lords Of Midnight and 
Doomdark's Revenge to come 
Anyway i as the owner of an 
Amiga and a C 64Jpo t to 
mention an Atari 65XE) I ft 
thought ! would add my voice to 

Although your article suggests a 
minimum of 128K I thinMhal 1 
256K would be mom realistic! 
128K is the memory level of a| 
past 8-bit generation tike the 
Spectrum +2 and +3, the Alan i 
130XE, the Amstrad 6128 and 
(of course) the Commodore 
1 23. One tow-res screen in J 
Amiga HAM mode takes up 
48000 bytes (61 440 bytes with v 
a full 266 line screen) leaving 
not much change from a 128K 
system when other demands on 
RAM are considered. 

Commodore should not 
attempt to design an Amiga- 
style Workbench system for the 
new machine as this would eat 
memory. The system has been 
tried on 8-bit before (remember 
the Power Cartridge) but does 


that 

h operate it from 
ch-on without having to load 
an operating system or 
language. For all its exciting 
hardware the Amiga is still a 
lazy memory-guzzler, needing 
at ieast 2Mb to function well. 

064 to Amiga is like Mini Metro 
to Rolls Royce, less impressive 
on paper but much more 
efficient for cost and 
maintenance. 

Other than prioe, Hie main 
problem with the Commodore 
1 28 is all the extra purchases 
required to exploit its best 
features. The new graphics 
need a monitor, CPM mode 
needs a disk drive, faster disk 
loading needs a more 
expensive disk drive On top of 
this, the Z8U processor is 
awkward to access. Things 
should be different this time, as 

graphics can be displayed on a 
television. 

As well as supporting C64 
hardware, Commodore might 
gain from adding a 
Centronics/parallel port, Anyone 


proeaoiy 

now) could connect tfjeir Amiga 
printer to the C65 tMmout 
buying an extra leadlAn old- 
styie Commodore sei ai.port, for 
hooking up older driv|&ftnd 
printers, would also be jL 
welcome. Better still, how about 
a port for euaernal Amiga 

On the firmware aide, a ^ 

Basic would be ideal New 
commands could be provided h 
support the extra hardware 
(unlike recent Amstrad efforts) 
and an assembler or monitor 
built into ROM. Useful free 
software would include a Oos- 
to-Dos type program for 
swapping files to and from the 
Amiga, plus games and utilities 
designed to show off the new 

At £200 I would certainly buy 
(his machine after first selling 
my C64 to raise some cash. 
The problem here is that 
thousands will have the same 
idea and the second-hand 
market will be swamped. Also, 
most people will want to keep 
their old disk drives until it is 
possible to copy protected files 


games? Is it that you want to 
have the attitude of ‘hey look 
at me. I've got a bid d*"' 

(which is whal you are!) or is it 
just that you are too tight-fisted 
to buy games (£2.99 for a 
rerelease like Wizbail is worth 
itl) and that you'd ralher 
damage the 64 industry by 
pirating a game (meaning less 
profit for software houses — 
meaning they go under — 
especially in this recession)? 

And if you are good at C64 
programming, why not write a 
demo and send il to the 
software houses, and they'll gel 
you to do something 
constructive and write a good 
game, making cash for yourself 
as well? Pirates have creative 
talent, don't waste il on 
piracy! 

H) Quickies 

1 . 1 was going to ask about an 
arcades feature, but you've got 
one Well done Mark Caswell! 

2. Kashif Shuya (Rrap ish 76) 

— shut up! Why do ZZAPI 
have two or more people giving 
opinions on games — so you 
can get a fair opinion. All down 
to personal taste, you know. 

3. Hello to Peter De Bie (the 
Tumcan 2 music iisting is 
great, keep up the hard work). 

4. Any chance of putting the 
classic Zotyx on a tape soon. (I 
know you like it lots!) 


I Finally 

If any 64er would like a 
particular hack/listing etc for a 
game, then feel free to write to 
me (SAE obviously) and say if 
you have disk drive, tape, can 
version etc. and I II do all I can. 

Why not have a tips helpline 
where readers send enquiries 
in, and then the queries are 
passed onto us to answer? i d 
do it myself! 

Well trial s it, Sorry it's a little 
long, but I had a lot to say! 

Warren 'Wax 1 
bilking ton, 62 Old Hall 
Lane, Longsight, 
Manchester, Ml 3 OUD 

• Thanks Waz, for yet 
another interesting letter . 

A A B) No-one has yet used 
the cart to its full potential 
by pulling graphics and 
animation sequences 
straight off the cart when 
they’re needed. However 
some carts out now would 
be awkward , indeed 
probably unplayable on tape 
~ ie Shadow Of The Beast. 

C) As you say, bugs are 
often left in games that are 
rush-released. However, 
even with the most stringent 
playtesting It’s amazing how 
many times little bugs stilt 
manage to get through. 

D) It wasn't just bad 
marketing that sunk the GS- 


Compared fo rival consoles 
it was too expensive and 
had poor software support. 
As Sega and Nintendo 
demonstrate, promoting a 
console Is a tot different 
from a computer. 

E & F) If the demand for 
disk software was there, I’m 
sure trie shops woufri stock 
ft. The main problem is that 
for most of its UK lifespan 
the C64 has been dogged by 
high prices, trie rrp even in 
19S5 was £230 (forcing 
some multiples such as 
Hoots to discount it by £80 
to compete with the Speccy, 
at almost 50% less). It’s no 
wonder the C64 so id more 
last Xmas than ever before 
— only now has its price 
dropped low enough for it to 
sell in the numbers its 
capabilities deserve. As for 
disk drives, who could 
afford £230 for a computer 
plus another £200 on top for 
a disk drive? 

Of late the disk drive has 
dropped in price to £99, but 
it's rather fate in trie day 
now , with no UK tradition of 
disk safes — UK software 
houses rarely write games 
to make full use of it, and of 
course retailers rarely 
bother fo stock trie games, a 
chicken-and-egg situation 
possibfy, but it‘s unlikely to 


change unless C64 disk 
drives either get cheaper 
yet or improve dramatically 
in capability, ie change 
format fo 3.5' 

In other, more affluent 
countries such as America, 
Scandinavia and Germany, 
C64 disk was the dominant 
format from Trie start; so in 
short blame high prices 
and UK economic 
mismanagement, i think a 
letter on the post-war 
economic weakness of the 
UK might make a nice 
change, anyone want fo 
send one in? Specie/ 
mention of the current 
recession which has 
reduced software safes 
(and new releases) to their 
worst in years would also 
be welcome, togefrier with 
some sarcy comments on 
Norman ‘Badger’ Lament's 
chronic hairstyle l 

H) 4. if we can get hold of it 
we probah/y wilt . 

I) A very generous offer, 
Waz . I've printed your full 
address if anyone wants 
any tips. Alternatively they 
can send queries to Corky 
who is doing a ‘help’ 
section in his tips section. 
Corky, in turn, will no doubt 
be asking for your help as 
weill 

LM 
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from one format to the other. 

What price a used cassette-only 
C64 If the all-new model sells 
for only £200? 

If the C65 takes off then the 
C64 could soon he relegated to 
Vic 20 levels of support. 

Cassette is obsolete, 5.25' disk 
will be soon, cartridges should 
run as standard on the new 
machines. If old games can be 
converted to the new format 
then this will not matter, 
Otherwise, users will need two 
compatible 8-bit machines: a 
C65 for new stuff and a C64 for 
cassette-based golden oldies. 

This letter is a bit long so you 
probably won't publish It-Lri 
would be grateful, however, if 
you pass my thoughts on to 
Commodore, 

Grakuir.' Auty, Leeds 

• Whew' Thanhs for that 
exhaustive rundown on C65 
possibilities, t agree with 
most of your points. 

However, the C65 should 
certainly be able to €64 
games without modification. 
What's the point in calling it a 
€65 otherwise? 

Is this a late April fool or what? 

No, seriously, I'm a bit 
sceptical here. I mean, why 
should the average 64 owner 
pay £200 for a new machine 
that's just an ‘Amiga Done?' 
Anyway, If it did oome out, 
Commodore will botch up the 
machine. Early versions of the 
64 had a lock up on screen 
editing, and an INPUT bug, 
while some newer ones had a 
faulty SID chip which meant 
games like Skate or Die had a 
quiet soundtrack. The C16 on 
launch had a faulty memory 
allocation In hi-resolution mode, 
and early Plus/4's printed the 
IT character hundreds of times 
and crashed it. And of course 
we all know the Amiga’s DOS is 
a little bugged! Besides, any 
machine with an in-built disk 
drive is more likely to be faulty. I 
mean if the disk drive goes, 

Ihen you either pay a costly 
repair or buy another drive. So 
a big NO!' to the internal disk 
idea. My words to Commodore 
are this: 

1, Remember the 1581 disk 
drive? This wan a 3.5' disk drive 
for the 647a nd bad marketing 
meant no-one bought it, So 64 
owners have had the chance of 
a 3.5" disk dnve once before. 

2, Your marketing is hopeless 
Any person would sell the 64 on 
the fact that it's the best 8-bit 
computer (well I think so) and 
show off some great games like 

Creatures. 

3, Why not drop the 1541 drive 
to £99 (or less?), as£130's 


steep for a disk drive (I got mine 
second hand), as people will be 
tempted to buy a drive 
(especially for games like 
Ultima 61) if the price was lower. 
Or even better, package the 64 
with a 1541 , a game cartridge, 
games disks, etc for £200! 

People would buy it I'm sure. 

4. Initially, I thought that in 1985 
the Plus/4 (1 had one!) was the 
replacement for the 64 Well it 
wasn’t, so what's going to be 
the difference between the C65 
and the P!us/4? (1 know the 65 
will be better but your marketing 
will botch that up!) 

5, And finally, why make a 
‘Super 64” when the 64 satis so 
many anyway? Ask anyone in 
Manchester who owns a 64 that 
and they'll answer — typical 
Commodore, trying to kill us 
64ers off cause it's a 10-year- 
old machine.' 1 know it’s a bit 
hypocritical, but the fact 
remains that the 64 has lots of 
life in it. and anyway, Andrew 
Ball, tape users keep the 64 
alive due to the in availability of 
disks and cartridges. Plus tape 
games are cheaper, meaning 
more people can afford to buy 
them So forget that data settee 
are suitable only for home 
programming!' rubbish and get 
realistic. Please! 

So. in short Ifoyd, where's 
the need for a C65? 

• Well, strong feelings Waz, 
but a bit over the top I think. 
Wem the new SIDs really 
faulty, or was it more a case 
of programmers expfoiting 
nonstandard features? Of 
course Commodore isn’t 
perfect, but look at the a/t- 
but-defunct Speccy, Amstrad 
Pius series, Atari STE, PC 
soundchips/joys tick cards 
etc 

1. Yes, but it was hardly 
hyped was It? And software 
support was minimal with 
none of the Improved C65 
graphlcs/sonics on offer. 

2. Well they must be doing 
something right with the C64 
the bestselling 8 -bit machine 

now, 

3. Maybe, but that’s getting 
close to ST prices without 
enhanced graphics. Wouldn't 
people prefer a C65 for their 
£ 200 ? 

4. Wasn’t the Pius Four 
simply a cut-down €84? 

5. Kill the C64 off? That's 
precisely why Commodore 
are developing the C65, and 
also why they’re ao wary of 
releasing ft. No-one wants to 
destroy the C64 market, 
rather they want to ensure it 
keeps going. In my opinion 
there Is room for an ultra- 
cheap computer with 


reasonable memory and a 
good, fast disk drive which 
would be perfect for absolute 
beginners to do word 
processing, music and all the 
other varied computer tasks. 
The €64 fills this role well 
now, but higher resolution 
and faster memory access 
would make it competitive for 
a lot longer. A computer's 
versatility should make the 
C65 (and maybe still the C64) 
attractive even in the days of 
64-bit consoles (le Atari 
Jaguar) and CD-I. After all 
you can’t do ultra-slick word 
processed homework on a 
Super Famicom, can you? 

Dear Uoydl 

I have be er| reading ZZAP l 
since Issue 27 and have owned 
my C64 since 1985, so naturally 
I was excited to read about the 
065 lest is:- uo. 

After the c King my calendar 
and discovering that it actually^ 
wasn't April 1st, I was even 
more thrilled to think I could 
soon own a turbo-charged 64, 
Here are a few points I'd like to 
make: 

1. Presently, most C64 owners 
have C2Ns so if they ’were to 
upgrade to a C65 they would be 
unable to use their tape 
software unless a tape port was 
inconpoiateo into the C65's 
design. Personally I’d hate to 
see tape software for the new 
machine as it could halt 
progress (imagine tape games 
for the Amiga!), It should make 
full use oi its built-in 3.5" drive, 

2. Would 3.5" disk games mean 
an increase in price? Would we 
have to splash out 25 quid for 
each game tike Amiga owners? 

3 The C64 has unsophisticated 
serial ports making 5.25'' disk 
drives slow and Centronics 
printers virtually incompatible, if 
standard ST/Amiga serial ports 
were used on the new machine 
they would leave old C64 disk 
drives and printers 
Incompatible. Perhaps both 
types of ports could be 
implemented into the machine. 
Also, how would we use 5.25’ 
disk software with the machnne 
which has an integral 3,5“ 
drive? 

4. The C64 suffers from awful 
colour restrictions in Hi-res 
mode. This leaves mosi Hi-res 
games looking as if they are 
running on a Spectrum! if the 
CG5 could solve these 
problems, we coukl have more 
colours adjacent to each other 
in Hi-res and blocky graphics in 
multi-colour mode would be a 
thing of the past. 

5. Not only would present C64 
owners have to splash out £200 
for a C65 but we‘d really need 


to spend a further £200 for a 
monitor to make full use of 
graphics and stereo-sound, it'd 
still be cheaper than a Amiga 
plus monitor (about £600) but 
would it be worth it? 

TS Atwul, Leamington 
Spa, Works 

• 1 & 3. Providing both 
standard and nonstandard 
ports would be too 
expensive, rather it's likely 
the C55 would have standard 
ports rather than the oddball 
C64 variety, this means 
Incompatibility with existing 
C64 equipment such as 
printers, but int effaces could 
be made to get around this. 
Also a C2N port would 
probably be designed for 
transferring data onto the 3 5" 
disk to ensure iitware 
compatibility, rather than 
being used as a standard 
input device. 

2. 3.5 disks are certainly 
more expensive than tapes, 
but they certainty don't justify 
£ 25 for Amiga games — that 
high price also relates to 
added development costs. 

5. I'd be very surprised if the 
C65 wouldn 't work with TVs 
and C64 monitors, as for 
stereo sound maybe 
Commodore should include a 
stereo headphones socket 
like the Megadrive. 

Dear Lloyd 

I am writing to comment on 
Commodore's idea for a C65. I 
don't know what you think, but l 
reckon it's a rubbish idea. Just 
think about it, think about all 
those people (including me!) 
who have owned a C64 for 
years and have spent loadsa 
cash on games and lovt: the 
C64, and all of a sudden, out 
comes a C65, with 4096 colours 
and built-in 3.5' floppy disk 
drive, sells in the thousands and r 
out the window goes the C64!! 

So why don't Commodore 
just put their heads together 
and think — the C64 has been 
one of the most successful 8-bit 
home computers, so how can 
we make it even better? Well, 
the answer is quite simple: 
Commodore have dropped the 
C2N allowing the price of a C64 
to fall to £99 (Well, over here 
anyway). And in your article on 
the C65. Issue no 76, you said 
a 3.5’ floppy disk drive is a lot 
faster than a 5.25“, and of 
course, more reliable than B 
C2N, so why don't Commodore 
introduce a 3.5“ disk drive into 
their new C64 packages, 
maybe increasing the price to 
£1 80-El 90, and introduce a 3.5' 
drive onto the market so they 
can be bought separately. Then 
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slowly start to phase out the 
5.25' drives. 

And so not to to lose money 
with games on a 3.5" disk, 
firstly, only use the disk with 
games which are sure to be 
successful, ie Creatures, and 
start, at the same lime, to phase 
out the 5,25" disk. 

This method would save 
Commodore money if the C65 
was a failure like the C64GS, 
and make C64 owners a lot 
happier, well I'm glad ! got that 
off my chestl 

Nicky Bubb, Clwyd, N 
Wales 

* The C65 a rubbish idea? 
Gasp* Walt to taka your lost 
point first, Commodore are 
very unlikely to publish ^^8 
games Such as Creatures. 
Unlike console 
manufacturers, computer 
companies such as 
Commodore tend to hold 
back from publishing 
software . The idea is that 
computers are very versa die 
and they're open to anyone to 
write anything they like for ft 
For Commodore to publish 
games would be to involve it 
in a marke t it has Httle 
experience of, hence the link- 
up with companies such as 
Ocean to bundle games with 
new C64s and Amlgas. 

Console companies, by 
contrast , generally ensure 
only they and no-one else 
can make cartridges for their 
consoles, if Ocean wants to 
write a Nintendo game, they 
need Nintendo's permission 
and may welt be restricted on 
the number of cartridges that 
can be made. This gives 
console companies the 
power to maintain quality and 
prevent a glut of software — 
in theory , at least. 

On your other point, I think 
that's a good idea If they 
don ’t do a C65 but t still think 
a new computer is better. 
Firstly, bundling a disk drive 
with the C64 pushes the base 
price a tot closer to the ST; 
without some enhancements 
it might be able to fully 
compete at that level. It loses 
its ultra-low cost appeal 
without gaining anything 
other than a pricey, fast 
access device. 

Secondly, the advantage of 
a 3.5 drive is largely nullified 
without software support. 

And for all Commodore's 
weight , software houses and 
retailers are exceptionally 
cautious people. The new 
C64 cartridges work with 
both GS and C64, but neither 
retailers nor software houses 
have been that enthusiastic. 


Most waited to see if the GS 
would succeed — if it had 
that market exclusively for 
cartridges might have 
supported a lot of cartridges. 
As ft is, although carts work 
with C64s no-one knows how 
many C64 owners wlU 
support them, so software 
houses aren ' t bothering to 
develop games which, in any 
case, few i etailers will stock , 

Thirdly, Commodore has 
already offered a 3.5 C 64 
disk drive and no-one took 
much notice. People are 
generally reluctant to switch 
formats in large numbers 
unless there’s a massive 
advantage. 

On reading about the C65 in 
ydurfast issue, 1 was totally 
stunned. What a prospect — 
Amiga-type graphics, instant 
loading on its 3.5" drive, 
increased memory and able to 
run cartridges as well! 

I know that it’s very much in 
I he planning process but if such 
a machine did become 
available then a new era could 
b&gin for Commodore The old 
064 could be under threat but I 
think people will see the two as 
complementary rather than in 
direct competition. 

Also not only will a new 
genre of games appear but it 
will a ‘so be compatible with 
printers and word processors, 
which will widen its appeal to 
both students and 
businessmen, rather than Just 
as a games machine. With 
such a wide range of software 
available, who wouldn't want to 
buy it? For around $200, 1 can 
say that I would have no 
hesitation in rushing out and 
buying such a beauty. 

The success of the Amiga 
and the C64 have given 
Commodore a first-class 
reputation, which will definitely 
be continued with the 
introd taction of the C65, By the 
way, if it became popular would 
your magazine be renamed 
ZZAP! 65? 

lamas Chon, Worksop, 
Notts 


good workhorse providing for 
most of my office needs. This 
letter has been produced by 
the original C64, please 
comment on its quality for the 
benefit of readers. The same 
C64 has provided, over the 
years, mental stimulation when 
— self taught — I have 
wrestled with programming 
problems. All in all it has been 
very useful, but that is not ail. 1 
am ashamed to admit that I 
thoroughly enjoy games 
software. 

Over the years l have 
accumulated several thousand 
pounds worth of hardware and 
software. Many will gasp at this 
comment but over an eight 
year period it is easy to do 
The majority of the software 
consists of games but I also 
have vast amount of business 
and utility software. 

In the last few years the 
Amiga has come on the scene 
and alt of a sudden the C64 
has become something that 
one should be ashamed of 
owning. We are told that the^ 
Amiga te a must for word 
processing. Wall I am wrstsng 
this with a 1983 copy of 
Vizawrite and an E^sonlQ- 
1050 printer and there is no 
way the Amiga can beat the 
quality. We are told that the 
Amiga Is the bee s knees as far 
as DTP is concerned because 
it has the large amount of 
memory required to handle the 
large files. Well, I run 
geoPUBLISH quite well, I have 
a 51 2K memory expansion unit 
which 1 could expand to 2Mb if 
I needed it. I rarely need to use 
the full 512K so I don’t think I'll 

. ■-jiff :» 

ever bother. v? 

What does the Amiga have 
that the G64 needs? The 
answer to that Is a high 
resolution mode and a better 
colour system, otherwise the 
answer is; 'Not a lot' 

Wha: have < got that the 
Amiga could not handle? The 
answer is; a vast outlay in 
expensive and still very useful 
software which can not be 
used on the Amiga. 

I often look at the nice clean. 


crisp graphics on the Amiga 
and I do get twinges of 
temptation but I know that it 
would only be a plaything since 
I could not afford to start 
building up a software 
collection again from scratch. 

Now you come along and tell 
me that there is the possibility 
of an update of the C64 that will 
use all the old software and 
provide better graphics and be 
an affordable price My answer 
to you is 'YES PL EASE!' 

II realise that 1 progress will 
march forward and ihe future 
lies with 16-bst. But why destroy 
the old to make way for the 
new? My ideal would be a 16- 
bit unit with a switchabte 8-bit 
option. Commodore tried 
something similar in the C128 
with the Z80 chip. The only 
problem was they never (old 
anyone how to use it so It was 
a flop. With the ’C-Am64+ 1 
there would not be lhal 
problem. C64 users know how . 
to use the C64. They would 
learn howto use the Amiga. 

C64 software producers would 
continue to produce their 
software with the option of ... 
gradually transferring to 16 -Oil 
and the 1 6-bit producers would 
have an expanding market. 
There would still be plenty of 
nice cheap C64s around so 
people could see if they were 
'into' compulers without 
horrendous 'up-front' expense. 

That is the ideal but It is 
unlikely to materialise. If the 
C65 is produced! it is quite 
certain I will update bul I will 
never be the owner of an 
Amiga, unless 1 win one or 
loEather Christmas shoves one 
down the chimney. Progress 
has to continue so I think i'll 
just wait for the 32-bit to come 
out in five or six years. 

JJ Malinowski, Market 
Rosen, Lincolnshire. 

• Thank you JJ, a nicely 
thought out and welt 
presented letter. Which is 
where we leave it for this 
month, but please keep 
sending in your opinions for 
next month ’s C65 forum. 


• ZZAP! 65? Brh, we l ll have 
to see! 

Dear Lloyd 

1 was very interested in the 
short article on the proposed 
C65 In the Issue 7R and am 
writing in response to your 
request for comments. 

In 1978 I purchaseaalS 
There was no recreational 
software so t had to become a 
’serious 1 user. In 1983 the C64 
appeared and i went for it. 
Since then it has been a very 


Lots of people hove been asking why my picture 
never appears in the mag. Welt in ti magazine as 
hip and trendy as ZZAP! you don't want pictures 
of doddering old fogies do you, apart front Corky, 
that is. And besides, who knows what our Markie 
would do me to my fine features on his Mac?! No, 
the anonymous life of a recluse for me. I can do 
without woHd fame, although I wouldn't mind the 
money! 

In the meantime I'll settle for some more letters 
as interesting as this month's. Keeping sending 
them to Newsfiefcf, Lloyd Mangram, ZZAP! trap, 
Ludlow, Shropshire SYO 1JW, See you next 
month. 
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• Level Three and Robo gets his jetpack out for some |oy 
company-friendly merchandising promotion. 


• Level 5 with robotic ninjas and superb ED209s. in M/the 
ED2G9s' animation rivals the original coin-op. 


Although the GS is 
officially dead, and few 
other software houses 
ore bothering with 
carts. Ocean are 
pressing ahead with 
some stunning new 
cartridge projects. 
Baffle Command is 
undoubtedly the most 
ambitious cartridge 
game yet, but RoboCop 
Iff will be no less 
eagerly awaited. 
STUART WYNNE visited 
the Mancunian 
software giants to 
glimpse two of the 
year's most eagerly 
awaited games. 

■h. espite the appalling RoboCop H 
j ;R movie, Orion pictures have pressed! 
iiS- - ahead with a third film, this time 
squarely aimed at the mass-market with 
tots of gizmos for toys and other money- 
spinning merchandising, After (fs 
'RoboCop looking very silty on a bike' 
scene, we now have a somewhat more 
realistic RoboCop-with-jetpack action figure 
accessory. The script is once again by 
comics genius Frank Miller (of Dark Knight 
Returns fame}, whose // script was 
apparently mutilated in the Hnished film. His 
new storyline features OCR suffering 
severe financial problems, with a mad plan 


to eliminate the poor, called rehabs, with 
mercenaries. At the same lime a Japanese 
company has launched a takeover bid for 
OCP and brought in its own mercenaries, 
mysterious black-garbed figures who turn 
out to be robotic ninjas! Meanwhile 
RoboCop has decided he likes neither side 
and takes to the streets to defend the 
people against the corporate giants and 
their murderous servants. 

Whatever the merits of the film, the game 
is looking very impressive indeed. It's being 
handled hy Probe who have brought in their 
brilliant Ot/f Run Europa programmer — 

Neil Coxhead — and ex- Maniac, musician 
Jeroen Tel. Graphics are by Hugh Riley (of 
Last Ninja and Hammerfist fame) and look 
very smart indeed. Project Manager Neil 
'Agent Orange' Young is a big fan of the 
movies and was determined to get back to 
the feel of the movies and original arcade 
game. In his opinion — and ours — C64 
RoboCop I was awful’ and II was 'sliding 
and bouncy', HI will be the best. The project 
is being developed in conjunction with a 

• The landscape is fairly sparse In Bottle 
Amiga version, but there's still some nice 
the tourist-minded gamesplayer 


Nintendo game, but the Cb4 game wilt have 
less jumping action. 

The game is being developed from a 
copy of the script and various slides. Unlike 
other C64 Ocean carts, til was always 
going to be cart-only and the ROM chips 
are constantly being accessed to pull data 
in, such as the stunning ED-209 graphic. 

ED is made up of nine sprites going 
through eight frames of animation overall. 
Considering some of the sprites remain 
static, there are about 50 frames of 
animation in all. Cartridge power is also 
being used to develop a brilliantly cinematic 
opening sequence which could welt beat 
T2. 

The finished game will have five levels, 
beginning with a sideways scrolling Op 
Wolf-type section. As villains come looming 
out of the dark alleys in the moonlit city, you 
must blow them away with a red targeting 
cursor. This 'splatterpunk 1 level leads onto 
a factory level — we haven't seen the 
graphics for this yet, but H's a wa Ikin’- W- 
s hootin' level in I he classic RoboCop style 

Command , as In the T ,° 9 ain inspiration 
places to visit for N^ii went down to the 

arcades to play the 
old game, watching 
how the various 
villains are triggered 
into action. The next 
two levels lake place 
in Cadillac Heights, 
the first time around 
RoboCop is jetpack- 
propelled, then it's 
back on foot — watch 
out for an attack 
helicopter, and ED- 
209 at the end of the 
level. The final level 
is a confrontation in 
OCP tower: as you 
complete a floor of 
the tower you enter a 
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I enemy chopper comes roaring in at Ihe start of Lewi 
Four. 



lift, and the screen scrolls up to the next 
level. Enemies include more ED-£09s and 
robotic ninjas, 

For once there are no puzzle subgames; 
this time around Hobo's energy is restored 
by collecting powercells during the levels. 
Then at the end of the level you go into a 
repair screen where you can recharge 
Hobo's batteries to 1 00% — hopefully — if 
you only recharge up to say 75%, then that 
is the maximum power rating you can 
recharge up to for the rest of the game! 

After a bug-ridden Hobo f, and amusing 
Roto II, HI looks as if it will finally give C64 
owners a superb game in the genuine 
RoboCop style. This £19,99 two-meg cart 
will be out winter time, and should extend 
Probe's C64 winning streak even further. 


COMMANDING 
HEIGHTS 

It's been over eight months since the 
Sizzling 16-bit original, but C64 Sattte 
Command is finally nearing completion 
after over a year's devel opment and on ly 

• The weapons selection screen with lots and lots of techie 
wizardry to choose from, Here you see the gun turret which 
rotates in full 3-D, 


playtesting tweaks are needed now On 
slamming the cart in you're greeted with a 
title pic just as good as the Amiga's, while 
the music seems even better, truly superb! 

• A nicely shaped tank which moves at Battle 
Zone-type speeds — le very fast! 



• RoboCop MM* an original design by Probe which goes back 
to the style of the orlgirial_com-op, 

to reach a. pick-up point. Bui what 
of combat itself? Well, it's 
certainly nol Driller — 
programmer Steve Caslin has 
worked miracles and the speed is 
comparable to the Amiga, Tanks 
initially look disappointing, simple 
blocks with holes as they 
approach head-on. But then they 
turn and you see a proper tank 
silhouette in full 3-D whizzing past,,, it's 
stunning, even more impressive than 
Space Rogue in some ways. There's also 
some nice buildings in there, look-out posts 
and suchlike, but as with the 16 -bit original 
a lot of the time you're under 
attack from vehicles hiding 
behind you or so far away they 
only appear as dots. This can be 
irritating, especially it you 
haven't got a SLAM defensive 
laser fitted, but you have to 
learn to adapt. 

The game is designed for the 
GS joystick, the normal fire 
button fires the currently 
selected weapon while left/right 
change direction and 
forward/back 

accelerates/decelerates the 
tank — with reverse as an 
option. Pressing the second fire 

button (or spacebar} brings up 

an arrow which can then be whizzed 
about the high-quality control panel to 
select a monochromatic night sight, 
change selected weapon and 
increase/decrease mainscreen 
magnification! You can also call up menu 
screens to display tank damage, a 
mission map and so on — these are all 
mini-loads and would be impossible on 
tape, even the planned disk version could 
be iricky, but for cart it's great. As for 
save/loadtng, there's a special code 
system. 

Inevitably some things from the 16 -bit 
game are missing. There's no drop-off 
helicopter or attack aircraft, but from a 
brief playing session it appears the core of 
the game remains intact, while the 3-D 
system is as fast as you could want. Battle 
Command combines Battle Zone arcade 
action with complex missions and 
sophisticated weaponry. If Ocean get the 
playability right this could be the 
breakthrough game on cari ridge. 



Pressing fire lakes you into similarly 
impressive briefing and armingrup screens. 
Each of the weapons you can choose from 
is shown in full 3-D, rotating before you, 

and there's lots and 
lots of them. A 
Pulveriser main gun, 
infra-red and radar- 
guided missiles. 

Time Bombs, decoys 
and lots more give 
you plenty to think 
about with just four 
weapons slots, 

You must arm your 
tank for specific 
missions, which 
range from simplistic 
blast-' em-ups to 
rescuing hostages to 
destroying fuel 
depots, After 
achieving your 
objectives you have 


© 


feature; 
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• Ripe for picking! From the top, clockwise we have the Beeshu Hot Stuff, the Megaboard, 
Sting-Ray, Manta-Ray, the Feedom Connection and a lovely Advanced Gravis. All juicy and 
tasty! 


buttons a bit awkward to use and 
this one is no exception, soon 
giving me hand cramp, 

2. Flighfgrjp sticks aren't ideal for 
fiddly games, but the Hot Stuff 
performs okay. The stick feels a bit 
loose wild its medium-length travel, 
but only small movements are 
actually necessary for fairly quick 
changes in direction. 

3. The loose feel of the grip means 
control Isn't as precise as I d like 
but diagonals are fairly easy to 
obtain. 

4. The stick was on the loose side 
to begin with, and after some 
energetic waggling it’s feeling 
even wobblier. The nylon shaft is 
a bit suspect - very similar In 
design to the original Quicks hoi's 
which had a tendency to crack 
and snap at its thin switch- 
actuator ring. 

Quite why this 
mediocre slick is 
endorsed by the US 
national videogame 
team is a mystery, 
but it’s not too bad 
for the price. 


STIHG-RAY 


He wouldn't lot it He! 
Phil King just had to put 
a paper bag over his 
head (what a relief! and 
play with that hi g stick.., 
or rather several of the 
newest, weirdest 
joysticks from 'novelty 
island'. 


BEESHU HOT STUFF 

(Euromax, £9.95) 

The Hot Stuff certainly Jives up to its name 
visually. It s a nightmare for colour- 
coordinators, a vile mix of grey and 
'radioactive' green — hardly a stick to blend 
in with the room (unless you have very 
strange taste in decor!). The sort of slick 
only snow-blind skiiers and the Apex Bros 
could love we suspect, with shocking pink, 
yukky yellow and slightly more tasteful blue 


all available. 


THE TESTS OF THE 
PUDDING 


1. Armatyte — a classic shoot-'em-up to 
really test out those fine buttons, 

2. Boutderdash IV — requires good 
responsiveness for quick, accurate 
changes in direction. 

3. Creatures — precise movement 
required plus diagonal directions for 
Jumps. 

4. Daisy Thompson's Olympic 
Challenge — Daley snapped his pole in 
the Olympics and this all-out waggfer 
could easily snap your joystick. The 
ultimate test of a slick’s strength and 
durability. 


tastet 


This weird colour scheme disguises an 
otherwise standard fiightgrip joystick, very 
similar to the old Quickshot ll and its 
countless clones. There are a total of four 
fire buttons; two on the base, two on the 
grip (trigger and thumb buttons). In addition 
there's a small autofire switch at the front- 
left of the base — well out of the way for 
right-handed players but a bit awkward for 
left-handers, digging into your wrist, Fire 
buttons and directions use metal pressure 
switches rather than the more responsive, 
reliable microswitches and thus don't give a 
reassuring click. 

1 . The bottom fire buttons are a bit stiff but 
are preferable to the trigger button which 
has a tendency to activate the 
megaweapon accidentally. 1 find thumb 


($p ectra Vi d eo, £ 1 3.99 1 

Appropriately enough, this looks just 
like one of those ray guns on Gerry 
Anderson's 'Stingray' puppet show. 
Apart from the short micros witched 
controller on top of it, that is. You 
use you r other hand to hold the gun' 
handle and press the microswifched 
trigger fire button, A rapkHfire switch is lo- 
cated well out of the way. in front of the 
grip. 

On the back of the blue-moulded body 
are also two tiny red fire buttons which we 
thought were just for visual effect, We were 
amazed to discover that they actually do work, 
but they're impossibly awkward to reach with 
either hand! 

1 . Rapid finng with the small trigger button 
soon gives me cramp, so the rapid-fire switch 
comes in handy. I'm not brave (or stupid) 
enough to try using the twin red fine buttons! 

2 The stumpy grip means only small 
movements were needed, making rapid 
direction changes possible, I also find the 
Sting-ray comfortable and stable to hold in 
the hand. 

3. Anything can happen in the next half hour 
— except an easy diagonal! Obtaining 
diagonals is a nightmare; I have to push the 
stick really hard. I have a hell of a job trying to 
get Clyde to make precise platform jumps 
and am stuck in one place for ages. 

CRASH'S Nick Roberts reckons this problem 
is caused by the micros w itches being too far 
apart. 

4, Rapid waggling is possible with the short 
grip and there’s no chance of snapping its 
steel shaft. The whole slick 
seems solidly built and able to 
withstand rough treatment. 

A nice handheld stick, with a 
similar style and feel to the 
Konix Navigator. The only 
problem, and a serious one, is 
the difficulty in obtaining 
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MS GABOARD 

(Spectra video, £29.99) 

The size of a small tombstone, this stick is the 
latest in the bigger-is-besl trend but needless 
to say there's the usual silly extras, not one 
useless timer, but two — insert an AA battery 
(or a countdown timer and a oountup timer 
Erh. couldn't they just have a switch to 
change between the two different modes? 

And why stop at a timer, how about a portable 
TV to watch the adverts while your C2N 
multi loads in the next section of Europa? For 
businessmen there could be a fax machine, 
and everyone could do with a phone for those 
awkward games with unreliable pauses! 

I suppose someone, somewhere, has 
some use lor a t imer — practising for ZZAP! 
challenges maybe — but the prize for the 
most useless feature goes to the switch for 
Amstrad CPC compatibility. Slow Motion 
gives it a good run (or the money though, 
even if this stick’s effort is at least accurately 
described on the box — 'Players slow motion 
to increase challenge 1 . Since on Cf& 3 (urt?s it 
reduced poor Clyde to a Hickery blur moving 
about quarter speed, while all the baddies 
whizzed about at their normal rate of knots, 
the description is quite accurate. But this 
much challenge 1 think I can do without. 

More help is I he aulofiire, which can be 
switched between Oft, Slow and Fast. And 
tor games which defeat the autofire logic, 
there's massive grey lira-pads which 
supposedly have an anti -tilt mechanism 
(what? there's a pinball machine inside, I 
knew ! missed somethingl), 

But what about the most important part of 
the stick? Durh.,. what's that, oh yes, the 
slick — almost forgot about that. Its a 
stylish swan's neck' shape with 
micros witched thumb and trigger fire 


buttons. 

1 All the fire buttons are microswitched, 
giving a reassuring click with each 
depression The moulded grip is comfortable 
to hold with the thumb and trigger buttons well 
positioned Hammering away on the huge 
grey fire 'pads' is especially satisfying, making 
it easy to build up a high rale of fire, Their size 
means you have to be careful not to 
accidentally hit them with your arm, but once 
you get used to them, they're forte. 

2. Normally these sticks with big grips end 
up being loose and indistinct, requiring too 
much movement to get any Kind of 
response. The Megaboard is different 
though: the unusual shape and firmness of 
the microswitches mean you only need 
small movements, allowing a 
responsiveness and accuracy unusual in a 
pistol-grip stick. 

3, Again, the Megaboard performs well with 
ultra-precise control and diagonals a cinch to 


obtain. 

4. The whoie stick has an aura of quality 
about its construction, with the grip still feeling 
solid and tight after frenetic waggling, 

Whether anyone Is goi ng to .splash out £30 
quid on a nicish stick, which nevertheless still 
doesn’t beal say a Competition Pro for 
performance is questionable. 

Nevertheless this is a good 
stick, more of a way of life 
than simply a piece of 
machinery, which, if you ever 
need to leave home, should 
provide a comfortable abode 
for you and your favounte 



FREEDOM 

CONNECTION 

Acemo re/SpeCtra video, £19.95 

For too long joysticks have been 
'imprisoned by yards and yards of wire 1 , 
people 'cannot walk around the room, or 
jump up and down'. Now Freedom 
Connection TM has arrived to liberate you 
— for a mere £20! 

We've had a fair number of remote 
control sticks in over the years but for one 
reason or another none of them have really 
succeeded. This new accessory is initially 
rather unpromising, consisting of a blocky 
receiver (which plugs into both joystick 
ports) and the somewhat more 
imaginatively styled transmitter (into which 
you plug your joystick), 

Both receiver and transmitter are light 
enough to make their various cables twist 
them around so positioning them can be a 
tiny bit difficult. However, once it's all set up 
the FC works surprisingly well. Forget 
about carefully placing the transmitter on a 
table, just hang It off your belt or use the 
supplied cord to pul it around your neck. 

The thing works so well you soon forget 
about It, there really doesn't seem to be any 
delay at all Moreover the transmission 
system is so robust that even if you drop St 
on the floor, it still keeps working — so long 
as the transmitting lens is facing upwards. 

The receiver automatically draws power 
from the C64, but the transmitter needs 
batteries — four AAAs, costing around £3 
per pack. This isn’t that bad but it's ail too 
easy to forget to turn the thing off. On a 
more positive note you get an autofire 
on/off switch if your joy slide is lacking in this 
regard, plus the option to switch between 
player one and player Iwo. This is really 
good for tough games where you play in 
iwo-player mode, controlling each player in 
turn; the FC means you only need one 
stick, Also if you have two FCs then you 
can use them both with each switched to a 
different control signal. 

In short the FC works as well as anyone 
could want. Whether anyone actually needs 
remote control is another matter l suppose 
if you've got such a big TV that you don't 
need to be scrunched up close by with your 
C64 and joystick then the FC could be just 
what you've always wanted. 

MANTA-HAY 

Logic 3/Spectravideo, £13.99 

This similar coloured cousin to the Sting- ray 
ss a distinctly odd stick, on the box it looks 
quite stylish, very neat and compact. 
However that’s a prototype. I presume, 
because the finished stick isn't half as nice, 
stretched out horizontally to lock more like 
a misshapen potato or even cow dung. 

It feels worse than it looks though. I’ve 
got quite big hands, but even for me the 
four broad finger grooves were 
uncomfortably spaced, It's too big to be a 
snug fit and the main two fire buttons — set 
in the first two finger grooves aren't 
terrifically comfortable either. The thumb is 
supposed to go along a large, raised lump 
on the left of the stick with another fire 
button, which is worse to use and is the 
only one not microswitched. At the rear of 
the stick a black switch activates autofire, 


which is then activated by holding down 
fire. The actual control stick is a raised 
black knob very similar to the the Stingray, 
the difference is that this microswitched 
stick is very slick and easy to use. 

1, Control is quick and precise with this 
stick, good solid clicks reassure you each 
move has been noted and diagonals are 
easily accessed. Unfortunately the stick is 
uncomfortable to hold and the fire buttons a 


pain. 

2. Loud clicks and a short travel distance 
make the stick perfect for this game, if only 
it wasn't so uncomfortable,., 

3. Creatures isn't so intense a game as 
Armalyte, but every move has to be quite 
precise and accurate. One or two missed 
diagonals get me worried, but after a while l 
get used to it and lack of tension (early on) 
means my grip Isn't so tight and thus not as 
uncomfortable. Not bad. 

4. A steel shaft, robust microswitches and 
short travel make for an impressive 
performance. 

If you've got huge hands like Corky, this 
stick should prove ideal — although as with 
ail dedicated handhelds it can be tiring with 
nowhere to rest them on during long 


games. For people with normal sized hands 


the stick is probably too 
uncomfortable, Its grotesque 
exterior spoiling some 
excellent Internals. 

NOTE: The Manta-ray Is 
moulded for right-handers and 
left-handers will find it even 
more comfortable than others! 



ADVANCED GRAVIS 

Advanced Gravis Computer 
Technology/Speclravideo, £39.99 

This Canadian import carries a hefty 
price tag. but to be fair it exudes a 
quality feel, nicely built with many novel 
features. The pistol-grip handle is 
actually foam-padded, which is 
comfortable and looks good but is 
unfortunately a bit small, for me at least. 
Also the fire button on top requires you 
to hook your thumb over it, which can be 
tiring over the long run, and sadly 
there’s no trigger fire button. The base 
fire buttons are excellent though, they 
have a great feel, give a nice click and 
can either be hammered, or gently 
tapped for a single shot. The stick's 
stability Is also impressive, there are no 
tacky suction cups, but the rubber feet 
combined with the size and weight of the 
base, plus a responsive stick, make for 
comfortable one-handed play — if only 
there was a comfortable fire button on 
the stick! 

But what about those special 
functions. Well at front and rear a big 
red disc protrudes, by rotating this you 
can adjust the tension and range of 
movement of the stick. This means you 
can turn a fairly tight stick into 
something so loose you only have to 
breathe on it for the thing to flop over 
Gravis claim this allows ‘smoother 
movements with programs such as flight 
simulators'. Yes. maybe, but what's the 
point? Atari-type sticks are digital and 
unlike analogue ones pushing left only 
makes a simple contact — the faster you 


feature; 
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can do it, the better. Only analogue 
slicks allow a sophisticated graduation 
of movement to be registered by the 
computer and there’s no Commodore 
software support for them. Personally I 
suspect I his feature is a carry-over from 
an analogue stick. 

The other novel feature is the way you 
can adjust the function of the three fire 
buttons. Three selectors set into the left 
of the slick can be turned between four 
different positions, each changing the 
function of that Individual fire button. So 
by pressing a fire button you can get 
normal fire, autofire, forward movement 
or backward movement! It's up to you. 
Off-hand I can't think of much use for 
forward /back ward fire button movement, 
maybe accelerate/decelerate in a race 
game — but left/right would obviously be 
more useful for joystick-waggling games. 
It's not complelely useless though, you 


can select one button as autofire and the 
other as standard, giving a useful 
flexibility without fiddling with an on/off 
switch during combat. 

The Gravis is available in both black 
and clear finishes, but by placing all the 
base fire buttons on the left is much 
more convenient for right-handers than 
left-handed people. Also the stick is held 
together with "bastard 1 screws which 
mean you need a special tool to open it 
up, making home repairs rather difficult, 
and with a large price tag attached to it 
you don't really want to go around ripping 
the thing apart anyway in case it gets 
ruined! 

1. Even on the lightest setting the Gravis 
still feels a liny bit loose, and movement 
is silent — there's no reassuring clicks 
which can be disorientating, The fire 
buttons are good though and overall it's 
not bad. 


2. Again the Gravis is reasonable, the 
silent looseness is a bit worrying, but it's 
not too bad, 

3. Creatures is quste playable with 
diagonals easily accessible and good 
responsiveness, 

4. The travel is loo long for rapid 
waggling but there's no chance of 
snapping the steel shaft, however the 
direction controls don't give a 
microswitch -style click and with the 
bastard screws there s no way of telling 
exactly how it works or how durable it’s 
likely to be. 

The Gravis is a beautifully 
made stick burdened with 
some useless features and a 
too high a price tag to really 
make this a bargain stick, but 
if you’re a rich kid with 
ioadsacash then you could 
splash out just for the pose? 



The best of the rest! 


fPowerplay, £9.99 Black, 
£12.99 Clear Autofire) 

VERDICT* 4 and a Wf — 

A superb all-round stick with 
two microswitched fire buttons 
inset into a comfortable 
rounded base. The 
microswitched ball-lype grip 
lias three 'stiffness' settings. 
Ultra-responsive and very 
durable, the Cruiser's sole flaw 
is that only the Clear version 
has autofire. This is activated 
by holding down the fire button 
and unfortunately can' I be 
turned off, so isn't very useful 
for games such as Creatures 
where you need to hold down 
fire lo get flame breath. 
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9000 

(Euromax, £15,95 Standard, 
£34.35 Deluxe) 

VERDICT-4- — Looks almost 
identical to the Competition 
Pro. The directions are 
microswitched but the fire 
buttons use leaf-switches. 

The Deluxe version has a 
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restyled grip with a Lop fire 
button, while one of the base 
buttons includes a rapid-fire 
which is varied by twisting (he 
button about and also turned 
on/off. 


BEESHU 

ULTIMATE 

SUPERSTICK 

(Euromax, £31.95) 

VERDICT-4 — Possibly the 
best of the mega-sticks, this 
uses the familiar ball-type 
handle but the base is massive 
with four fire buttons and LEDs 
which light up when fire is 
pressed I More usefully the 
rapid-fire rate can be varied or 
just turned off, Direciions and 
fire buttons use rubber contact 
switches which seem very 
responsive although they don't 
emit a click. Accidental 
pressing of the fire buttons with 
the arm is avoided by a 
lefl/right-hand switch turning off 
either left or right fire buttons. 


SUZO ARCADE 

(Euromax, £18.95 Standard, 
£24.95 Turbo) 

VERDICT- 4 anil « hmH— 

Much like the Professional 
9000 but this time the base is 
triangular and great for holding 
in the hand. Directions are 
microswitched, but the fire 
button is leaf-switch. 

The Turbo version has 
' autofire and a restyled grip with 
lop fire button. 
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SPEED Kli 

(Kontx, £11.23 Standard, 
£12.26 Autofire} 

VERDICT-4 Probably the 
best handheld stick around, the 
fully microswitched Speed King 
fits comfortably into the palm of 
the hand. The fire button is 
positioned on the right-hand 
side of the rounded base and 
can cause wrist cramp with 


fast-firing shoot-'em-ups, 
Thankfully there s an autofire 
version to eliminate this painful 
problem. 
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SUPER 
PROFESSIONAL 

(Sonmax, £13 95 Standard, 
£14.95 Autofire} 

VERDICT-4 — This has two 
square fire buttons on the base 
and a ball-type grip. Fully 
microswitched and in stylish 
black and yellow this is highly 
recommended from us all 
2zap! 

• All joysticks have a one- 
year guarantee Groovy, eh? 
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IVAN IRON MAN STEWART'S SUPER 
OFF-ROAD RACER (Virgin) 

$3,530,000 Shane McElroy. Howry Co 
Down 

S3, 240 000 Darren Rofcerlscm. Torry. 
Aberdeen 

S2, 500,010 Dnmciii Nailfi. E*mouth, Devon 


c Cron start of Leicestershire reckons he 
deserves a mention for defeating «H l!te 
opponents in Swpremocy. Poh! I've 
conquered whole galaxies in my time 
and I've never even had a mention in 
Interstellar Dictator's Monthly! 

As for the reader who supposedly scored KlAX [j ((1 g En /o om ,f|i) 
several million points on Creatures, aid 7.442,846 (Wave 87} Simon Shaiu, 
you attend the same numeracy classes E^snam.WMra 

as John Major? 

ATOM IN D (Psygtiosis) 

(Mode A) 

1971S (Level 17) Matthew ’Mole Allen, Wesl Ewell. 

Surrey 

16.754 (Level 18) James Tulfy, Brighton, Susse* 

(Mode B) 

93,726 Chris (WAK) Everett Worcester 

BLOOD MONEV (PsygnOBis) 

276 350 (Compteted I Darren 'Jon' Slo-per, 

Inyargordon Ross-shira 

255,550 (Completed) Euan Walters. Whin moot, W 
Yorks 

242/750 {Completed) Martin Bailable. Stafford 

BOMBUZAL (Imagaworka/Megatape 16] 

3,545,670 (Completed) Joy Cooper, Lisnagry. Co 
Limerick, intend. 

3 455.B3Q (Competed) lain McLaren, Anonyvilte 
1,265.130 (Level 57> Graham Keeling, Bournemouth, 

Dorset 

CHASE HQ II: SPECIAL CRIMINAL 
INVESTIGATION (Ocean) 

1 167.500 (Completed) Darren Frttefand Hamilton* 

Lanarkshire 

551,600 (CofTipteted) Steven King, Kendal. 

Cumbria 

552,000 Rory iior) McCMnchey , Edmonton, 

London 

CJ'S ELEPHANT ANTICS (Code Masters} 

119,4te(Cdmpteied) Graham Keying, 

Bournemouth, Dorsei 

117,608 (Completed) Geraint Rees. Llanelli, Wales 
104.171 (Completed) Scott Kwik Snwc Leach. 

Sutton Park* Hull 

CREATURES (Thalamus) 

14,894 Graham Keeling, Bournemouth, Dorset 
13,084 Stephen HOwG. Ballisodare, Co Sligo. Rep 
island 

11 ,375 {Completed) Mrs Rhona J Adams. Old 
Town, Swindon 

URACONUS (Zeppelln/Megatepe 15) " 

23,430 (Completed} Sieve Arnett, Huntingdon, 

Cambs 

FL1MBQ S QUEST {System 3) 

239 Q40 (Completed) Steven King, Cumbria 
230,475 (Completed) Adrian Nickim, Rawnnarsh, 

Rolherham 

157.255 (Completed) Scott Leach Sulon Park, 

Hull 

FOXX FIGHTS BACK ( image wQ^s. J Mega tape *0} 

28 4£K) Peter Pimley, Fern down, Dorset 

INTERNATIONAL 3D TENNIS (Palace) 

S 3.031 ,534 David (Wavy) James, Smethwick W 

MklS 

$786,691 Mark MeCarry, Larne,, N Ireland 
5478,501 Richard Bentley, Haworth, W Yorks 


6.431,721 (Wave 86) Mark McGarry Lame, 

N Ireland 

4.903,330 {Wave 73) Chos tWAK) EveneTL 
Worcester 

KWIK SNAX (Code Masters) 

4, 325. tOO (Completed) Punly. Norwich 
4,234.300 (Completed) Alasdair Macivet, Knock 
Point, Isle Of Lewis 

4 ,224.1150 {Completed) Scott Leach, Sutton Park, 

Hull 

MIDNIGHT RESISTANCE {Ocean) 

1,000,845 i Completed) Matthew Dainty, Shrewsbury 
600,028 Robert Swindells, Parkstowe, Dorset 
184,965 (Comp salad) Coin, Clyde, Tgrrican 
McDermott 

NARC (Ocean) 

1,210,950 (Completed) CJ Beny, Woolton, Liverpool 
554,600 (Completed) C Maddockft, Killamateh 
Sheffield 

580,160 (Completed) Dominic Williams, Lennon. S 
Wates 

NAVY S E A LS (Ocean) 

199.340 (Completed) Ian Bridges. Hartlepool, 

Cleveland 

184,695 (Completed) Mictiael ChamOem. Kirkby 
Liverpool 

1 84,380 (Completed) Neil Ihe Navy SEAL 1 
Higgs Coventry 

NIGHT SHIFT (Lucasfilm^US Gold) 

$81,300 David Humphreys, Murroe, Co Limerick, 

Eire . . 

SBO.OOD Stephen Howe, Baliisodare, Co S^igo. Rap 

Ireland 

$77,480 C Maddodts, Ksllemarsh, Sheffield 

PREDATOR 2 (Image works) 

t 756.375 (Competed) Bart (Slade) Hendrix, HctfSl. 
Neltterlafids 

PUZ2NIC (Ocean) 

5 455,100 (Level 8-3) CC Barclay, Edinburgh 
3.801 100 (Level 8-6) 1am McLaren, AnonyviUe 
3,516.100 (Level 8-5) Stephana Dtipauw Bruxelles. 
Belgium 

REVENGE OF the mutant camels 

{LlamasoWMegatape 19) 

131,035 Rory ‘Revs' Stamp, Cartrnel, Cumbna 
118,654 Matt 'Muianf Rhodes. Carlmel. Gumbna 

ROOOCOP II (Ocean) 

7.866.000 (Completed) Maltha w Dainty Shrewsbury 
^273 000 CJ Berry, Woo Hon, Liverpod ! 

5.713.000 (Completed) Darren Freeland. Hamilton 
Lanarkshire 

RUBICON [21&I Cenlury Entertainment) 

1 14(K> Rob H, ZZAPl Reactor 

SLAYER (Megalape 17) 

3SJ 10 (4 times round) Scott 'Kwik Sna*: 3 Leach, 
Sutton Part;, Hull 


Charts too! 


SPIKE IN TRANSYLVANIA (Code Motors) 

2.800 Graham Keeling, Bournemouth. Dorset 

SUBTERRANEA (Hewsan/Mcgatape 13) 

38,270 (Completed) SIev* Arnatt. Huntingdon, 
Cambs 

THRUSTABALL (Megatape 19) 

26,650 Steve Arnotl, Huntingdon, Cambs 

VENDETTA {System 3) 

(Time Left) 

41:50 Punty, Norwich 

41:21 John de Vugl. Rootendafll Holland 

39:26 Chris (WAK) Evarelt. Worcester 

WELLTRIS (Intogramcs) 

6,142 (64 lines) Victor van Vlaardingen, Rotterdam, 
Holland 

5.958 (61 lines) Daniet Johansson, Sjunlorp, 
Sweden 

5. M3 (67 lines') Parky, The Dark Room, ZZAPl 




ZV0EX (ZeppeHn/Mcgrtlape 15) 

29.720 Steve Afnott Huntingdon Cambs 
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• THE HEADERS' CHART 


1 , (3| Tuftkan II 

1. (1 J Creator#! 

3. (3J Hmvy MftU 

4. H Sbadffw O Mnter 

3. (-) Bolden JlM« 

4. (-1 Aaprcmac/ 

7* H Rainbow Is lands 
ft- (-) II 

5. (IQ) North & South 


| Rain bow Art*} 
nholawwft) 
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(US Gold! 
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{O««on|< 

(Ocean) 
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• TOP FIVE FlZZIES! 

L Cota Cpla 
2, Ini Bi*U 
a, Lilt 

4. P«|ni Cola 

5. Brifvit 15 

R^moitiher to vote Iof yowr Imrovrlte 
game*. Toil toold e «30 iot+wnro 
voucher, |wit Ilk# lotky Joel Wlniton 
of E4g«wvr* In Middles##. 


MY TOP THREE GAMES ARE: 


i, — 

2l ■* ItHillltlH**** ** |i 


* * ■ - *■* + * *«■ ** HP* 111 


MY FAVOURITE SOAP OPERA IS 


NAMt.... 

ADDRESS..,.-,. .*■ 


km m ~mm mm ft * ■ 9 ■ " 


POSTCODE... 




He may long have 
retired from 
professional football, 
but Emlyn Hughes is 
still a star player in the 
computer soccer arena. 
Phil King takes another 
look at the footy 
phenomenon of fnfyn 
Hughes international 
Soccer. 


T he shelf life of software is notoriously 
short with many titles being 
rereleased on budget after only a few 
months. So when a product is stilt in the 
Top Ten C64 software sales nearly three 
years after its debut, it must be something 
really special. Audiogenic's Emlyn Hughes 
International Soccer is the sort of consistent 
seller most software houses can only 
dream about. I asked Audiogenic's Peter 
Catver how important the 'Emlyn' name 
was to sales.'lt was important to have a 
distinctive name. There are so many soccer 
games around that people could get 
confused and buy the wrong one by 
mistake. Of course, if the game had been 
called just International Soccer that would 
caused have been even more confusion 
with the Commodore game of the same 
name. We chose to licence Emlyn,. firstly as 
a very famous footballing name, but in 
particular because he had retired. If we had 
licensed a current player, people who 
weren't fans of his club could have been 
put off buying the game,' How Involved was 
Emlyn in the development of the game? He 
didn't do any serious playtesting, but he 
played the game a lot. In fact, his son 
became really addicted and kept ringing me 
up for tips on the game. Emlyn had already 
bought him a C64 before the game came 
about. He's obviously got good taste!' 
Finally, will there be any more 'Emlyn' 
games? 'We've still got the Emlyn licence 



HOW DOSS IT 
SCORE? 

Written by Soul ha mpton -based 
footy fanatic Graham Blighe, the 
game incorporates a host of 
options. Pull-down menus allow 
you to select from ten skill levels, 
edit teams and individual 
players skills, and change strip 
and pitch colours. Up to four 
players can compete in cup, 
league, or full season 
competitions. Two players can 
even play together against a 
computer team. Match action Is 


so it's a 


possibility. 


Graham Blighe 


{programmer of 


EHIS) is current 


ly working on 


another football 


game on the 


Amiga, This 


won't be an 


Enllyn game, 


but there could 


be a C64 


conversion, 


depending on 


how 


Supeneague 


Manager does,' 

The latter is a management game which 
links up with EHIS, but is currently only 
planned for 16-bit. However. Peter says 
there could possibly be a C64 conversion 
of this - In fact, some initial development 
has already been done. So it's good news 
all round I 


shown side-on, 
scrolling horizontally 
between the goal 
areas. You control 
the nearest player 
to the ball, and 
when in possession 
can dribble with the 
ball stuck lo your 
fool. There’s a huge 
variety of kicks 
available, though 
With full five- 
direction kicks 
selected from the 
options menu, you 
can kick the ball 
forwards, 20- either 
side, or 70'' either 
side, along the 
ground/me Gkum 
height/foil height. 
You can even do 
backheels. slide- 
tackle opponents or 
if the ball's in ihe 
air, head It-if it’s al 
the right height you 
can even attempt 
an impressive 
diving header 1 This 
sophistication makes play very 
realistic with complex passing 
moves possible with a bit of 
practice. It certainly makes a 
welcome change from the 
plethora of footy games that 
seem to just Involve dribbling or 
booting the ball miles upheld. In 
this respect it beats MicroProse 
Soccer, although that game's 
fast and furious action isn't 
matched, Out of the two, t think l 
prefer Emlyn for its sheer realism 
which keeps me coming back 
time and again. 


in the cut-out form on this page, or if you 
don't want to cut up your copy of ZZAP! you 
can send a photocopy. 
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up tor tips on tne game, tmiyn ns a already AEEEIft 

bought him a €64 before the game came 

about. He s obviously got good taste! pjm jo ^o 
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games? WeVe slill got the Emlyn licence tlTTiC AS A FIVER! 
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, Fill in this form and sen d if lot After secret 

News field, Emlyn s Special Offer , ZZAPI Mail Order , PO negotiations with 

' Box 10, Ludlow, Shropshire SYS 1 JW. Please make ' Audiogenic, we can 

I cheques/postal orders playable to ZZAP! Ltd, I now offer you Emlyn 

| ( Hughes International 

| • I would like a copy of Emlyn Hughes International | Soccer for the cut-price 

j Soccer on C64 cassette/disk* for which I enclose | transfer fee of just 

I wnj* ... ..... ... „ I £3.00 cassette 

I (* delete format not required) . &r £6 5D dhk } 

. Marne - .. . . 

Adrift* * Not on I v that but vou'll 
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I Postcode Tel no 1 winning a very special 

| , J prize, To order Just fill 
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SEGA PLAYERS! NINTENDO PLAYERS! 
YOUR DREAMS HAVE COME TRUE! 





The contents displayed on these covers 
does not reflect the actual contents of Issue 
1 of either title, and some names mentioned 
are fictitious 


LEISURE MAGAZINES 




COIN-OPS 



are genuine actors the flat 
images have a 3-D texture 
unique to arcade games, Such 
high quality images would cost 
a bomb to be stored on 
memory chips, so in comes a 
rugged 12-inch industrial laser 
disk player to store and access 
the action* As with other laser 
disk games the player can only 
control certain movements of 
the on-screen character 
Helpfully there's a 'Learn 
option which allows you to put 
your character through his 
paces, getting acquainted with 
the limited control you have* 
This is worthwhile, especially 
as it s free - returning you to 
the game proper without taking 
any credits. 

The storyline is a fairly 
straightforward one; in the far 
future an evil scientist called 
Vulcor has tampered with the 
time lines and kidnapped the 
beautiful Princess Kyi-La in the 
process. Who is the brave soul 
who must risk a(( to save the 
universe, and the Princess of 
course? He is Marshal Gram, a 
rootin' tootin' Wild West 


lawman. 

The action starts in 1873 
with the good Marshal up 
against Indians and bands of 
Hillbillies (yee haa). You have 
a joystick to control movement 
and an attack button to make 
the Marshal punch, fire his six 
shooter etc. Also there is a 
green button that controls the 
Time Reversal Cubes' that one 
can purchase; if you possess 
at least one of these handy 
things the Marshal can escape 
fatal situations by reversing 
time. 

Each time zone has several 
scenes that must be survived 
(if you don't have a cube you 
lose a life}; when one 
is completed a map 
of the different I ^ 

locations pops up B 
and the Marshal is off I mr ■ 
through time again. B ™ 

There is no doubt B 
that technically Time 
Traveler is one Of the B a 
most stunning games B m 
t have ever seen, it's I I 
just like participating B * 
in a TV show. The 


Marshal is such a blatant John 
Wayne stereotype it's untrue, 
even down to the drawting 
voice* In fact the sonics 
throughout are as impressive 
as the 'graphics' with clear 
speech and hilarious sound 
effects. In short it's a game 
most people will definitely want 
to give a go, if only to ogle the 
princess, but after a while the 
repetition and Eack of gamepiay 
freedom proves irritating, 




A fter the comparative 

success of the laser disk 
games Dragon's Lair, Fire Fox 
and Space Ace in the mid 
1980s, the laser system sank 
without a trace. This is mainly 
because they were notoriously 
delicate and very difficult to 
repair, but anyone who played 
them couldn't fail to be 
impressed by the cartoon 
quality graphics. 

Now Sega are on the verge 
of releasing what they claim to 
be a 3-D holographic laser disk 
game, 'Dragon's Lair with live 
actors' is how E'd describe it* 
The play screen* is a hidden 
20-inch TV that projects the 
image onto a black spherical 
mirror. It looks like one of the 
holograms out of Star Wars, 
but as you move around the 
image you don't get a different 
view as you would with a real 
3-D object or true hologram. 
Nevertheless, since the sprites' 


CONVERTABtLY 

A computer version is possible 
with pixellized graphics, but 
that would defeat the whole 
point of having the live action. 


The Cork is back by 
popular demand 


heart's content 
on a gaggle of 
new coin -ops set 


Wrestling with 
Hulk Hogan, 
rescuing real-life 


lumping from 


louder a t Line back there 
?! please — thank you). Wei* 

I he family were out for a 
si roll when they encountered a 
bunch of robbers Homei 
bumped into One oMhe villains 
and a large jewel flew put of his 
tend and m\o Maggie' s mouth, 


wing-tip - the Cork 
does it all! 

HI 


|f _!! o connection la Lhe 
l\ forthcoming Ocean game 
(based on a mega-seH mg 
Nintendo game), but rather a 
wholly separate coin op lakes 
on the Simpsons phenomena. It 


&.ars all the regular Suvp&Qns 
characters 


Horned Margo 
Lisa and, o\ course, the 
mfamous Bart (man) But where 
is Maggie?, you mighl say (a hit 


fKimainfj 


m 
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(Data Mast) 

M y favourite game of the month comes up next. The 
Cliffhanger Edward And Randy stars two brothers 
(unsurprisingly) called Edward and Randy who, with bullwhips in 
hand, face many dangers. Of course this is a one- or two-player 
game, so choose a character and bead off into the 1930s Indiana 

Jones-style action. 

The game starts with our two heroes several thousand feet up 
in the air on the wing of a biplane. This is bad enough, nut add to 
that the enemy troops who charge at you with machine guns 
blazing and you’ll wish you hadn't staggered out of bed this 
morning. But as the enemy drop from hang-gliders, airships etc, 
you unhitch the bullwhip from your 
bell and get cracking. Apart from the 

ability to whip opponents you can also . , 


down. And you need plenty of energy to face the end-of-tevel 
guardians that appear My favourite level takes you to the 
waterways of what looks like Venice for a speedboat chase thul is 
straight out of Indiana Jones And The Last Crusade. 

Both graphically and sonlcaliy The CSiffhanger Edward And 
Randy is superb, the sprites are large and wonderfully detailed 
The spent cartridges that eject from the enemy machine guns, the 
took of surprise on our heroes' ugly mugs as they face a long 
plummet to the ground, and the ability to swing around on the 

whips are all good examples of the 
v", • y amazing attention to detail . Sound is 

j i almost as impressive with stirring 

heroic-style music and clear speech as 
l I '1 Edward and Randy race to complete 

Ep'ljipljl their mission. I have no idea Of the plot 
* to this game, but it certainly takes a 

SflHj * FS5 back seat to the fast and frantic action. 

CONVERT ABILITY 

HapS^H fh-s I'iCri izorta' >• sr.nV'-T.i I'- - it- c- 

style gamepl ay i s very po pu la r w i t h 
s °ft wafe houses 

has already been snapped no by Elite 

u . for a Spring '92 release. 


together. Homer can lift either 
Bart or Lisa onto his shoulders 
of Homer and Marge join 
together to form a human 
cartwheel At ihe end of each 
level there s a huge guardian 
who has to be beaten in order 
to carry on, but be warned, 
they are ell very tough so it's 
probably best to rape a few 
males into playing. 

I’m not overly fond of The 
Simpsons TV show, and as for 
the (so-called) song Do The 
Bart Man pass the sick bag 
please Vicar So I started 
playing The Simpsons with a 
feeling of dread, but happily 
needn’t have worried 'cause 
it's brill Giaphically and 
some ally iht? Simpsons 
Characters are great, the 
sprites are all big and dolourful 
and even a non -Simp son fan 
like myseif recognised them 
all. Worth a lew plays even if 
you hate Bart and his 
annoying jargon 


five million points each, so this is potentially a 
very high-scormy game. I car remember a time 
when a score of one million points on a pinball 
table was high... 

And Williams can't keep completely away 
from the pixellized graphics, because a 32 x 126 


JUDGMENT DAY 

(Wrffiami) 

■ udgment Day On August 29th 1997, 3 


dot matrix set-up has been included for stunning 
graphic displays There are even a few words 
Pom the big guy himself, so all in all this is one 
mean game that is certainly worth all the cash 
you will undoubtedly shove into it. Hasla La 
Vista Baby. 

CONVERT ABILITY 

The computer version of Terminator 2: 
Judgment Day is on the way from Ocean (see 
the review this very issue) so a pinball 
conversion is unlikely. 


_j billion people wiki diG in 3 nuclssr holocaust 
that will give Skynel, the computer-run defence 
system total mastery over our planet 
The blockbusting movie has made this 
probably the year's hottest licence and 
Williams have both T2 coin-op and pinball 
machines lined up for a September release 
Sadly the coin -op Is still under wraps, bul Ihe 
pinball table is very impressive itself, 
©specially the large grinning Terminator 
exoskeletal head. Of course the whole table 
oozes the sort of quality that we have come to 
expect from Williams. The steel 
ball is fired by squeezing the 
logger on the pistol-grip handle, 
and if you manage to hit ihe 
specially designed cannon you 
can shoot down the nasty old 
Hunter Killer plane for a 3-ball 
game and a potential x3 Jackpol 
Apart Irom allackmg the Hunter 
Killers you must pass through all ffjg Eafc 
i«n sea inly levels of the Cyberdyne .* y 
Defenses a$ well as n iterating If ie 
( Skynel Com* n«n id Center t< > initiate 
Pay bat k Time When this is 
activated ail major features score , 7> 


COT2VERTA E IL iTY.-,-, 

Ocean’s computer game 
version makes a conversion of 
the coin-op unlikely, bul not 
entirely Impossible il cut down 


so with no lime to take the jewel 
out of Maggie, the robbers 
kidnapped herl 
Up to four players can 
participate in the race to 
rescue Maggie, each 
character wild their uwn 
weapon to biff the bad guys. 
Marge has her vacuum 
cleaner. Homer uses ins fists, 
Lisa has skipping rope, 


whilst Bart puls hrs skateboard 
to good use. 

The game starts m 
downtown Springfield with ihe 
Simpson clan being attacked 
on all sides, but fear not 
because they can take care of 
themselves. Especially when 
two family members join 






COIN-OPS 



Hut an with the bailie, this is 
a Lag team contest that allows 
up to four people to participate 
(two on each team) Each 
player takes it m turn to smash 
the other guys face into the 
ground. To this purpose there 
are a wide number of moves 
available, mosi of which would 
bring the perpetrator up on an 
assault charge out of the ring 
Each player is denoted by a 
numbered icon (SO that you 
know exaclly which of your 


fond of this game type, mpl* 
the opponents eat canvas is 


mug shots of the wrestlers are 
very good indeed. A real must 
for as! tag learn wrestling fars 


methinks 


CONVERTIBILITY 
' ne r usability of conversion is 




M JZ 






WRESTLING 
II — 

WRESTLEFEST 

(Tetmof 

E ven though the Saturday 
lunchtime wrestling has 
disappeared from the TV, the 
more violent American version 
t$ now very popular in this 
country Hutk Hogan is 
probably the best-known 
exponent of this not- so -gentle 
sport, and so he is here with a 
few like-minded friends to grab 
you in a headlock and make 
sure that you enjoy hospital 
treatment for the next few 
months (what a way to get off 
work!). 

Bui fear not. brave (and 
very, very foolish) reader 
because you are standing 
safety outside the cabinet, you 
would be dead in ten seconds 
if inside Ihe ring with this hard 
tot! tf you though! that Hulk 
Hogan had a tough and 
strange name try some or his 
mates: Legion Of Doom 
Ammai, Mr Perfect, Jake 'The 
Snake' Roberts and Legion Ql 
Room Hawk (these people 
most are definitely halsland. 
but tell them that, or you'll be 
mice meal!}. 


- . 


friends are persecuting), 

and the standard rules pt you 
can call them that) of wrestling 
apply. Pm an opponent to the 
canvas for a cgl nt of three to 
win. or failing that just kick as 


many beads m as you can 
without the referee noticing! 
Lpadpacots and bruises 1 
The last wrestling game I 
rjlayud was hie Main Event. 
and whilst I in not particularly 


Champtqns/rip Wrestling arid 
F'jck TV' Wrestle are the 
previous games that spring to 
mind. Pity most of them are so 
rubbish, jn the meantime 
Ocean's own WWF licence is 
nearing completion and has 
some very impressive 
graphics indeed so look Out loi 
it soon 

• My many thanks go to 
Keith Smith and all the guys 
down at Deith Leisure for 
allowing me to rampage 
around their warehouse and] 
play the games to death. 
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1 A 1 I I Bitcon Devices Ltd 

U II 63 BEWICK ROAD 

1 I 1 1 M. GATESHEAD 

TYNE AMD WEAR 
NE 8 1 RS 

Bitcon Devices Ltd ENGLAND. 


TEL: on 4» 1975 «nd W1 *«J 1 n« 

FAX: 001 40C tM 8 

To ocd *n AcDfnMtt wvlwm - Chvqvn o 
p«y«M lo BDL. 

UK ni dttra, add El Jd pain /pmck 1 ota i — E i 0 &0 
Tncl. V AT, 

Europe orders add C2L&D Ovwruaa add L3.S0 
TRADE AND EXPORT ENQUIRIES WELCOME 


COMPUTER REPAIRS 

AMSTRAD ★ SINCLAIR ★ COMMODORE ★ ATARI 
MOST MAKES REPAIRED AND SERVICED 

FREE ESTIMATES 

NO STANDARD CHARGES! 

JUST BRING YOUR COMPUTER TO US FOR A FREE ESTIMATE 
ALTERNATIVELY SEND YOUR COMPUTER TO US WITH A CHEQUE 
FOR £5.00 TO COVER RETURN POSTAGE AND WE WILL SEND YOU 

A WRITTEN QUOTATION WITH NO OBLIGATION! 

TELPHONE US NOW FOR FURTHER INFORMATION 

HAWKWELL ELECTRONICS 

2 WYMANS COTTAGES, MOUNT BOVERS LANE, HAWKWELL, 

HOCKLEY, ESSEX SS5 4JB 

TEL. SOUTHEND 0702-207593 anytime. 

OPEN MONDAY - SATURDAY 9AM - 6PM 
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ADVANCED ART SWDIQ 


NOW A TOTAL 
MOUSE/GRAPHICS 
PACKAGE FOR YOUR 
COMMODORE 04/128 AT A 
TRULY UNBEATABLE PRICE!! H 

1351 MdiiiiO J$ a high resolution two button mouse featuring 
optical counting, t of Ion guides, microswitchc-s, rubber cooled boll and 
high quality interface. 

m When combined with 0€P Advene «d Art Studio this graphics package is 
quite simply the best system available. The features are unmatched.*. 

# Create an Image - shrink It, expand H, move St, rotate It. copy It. colour it, etc:., etc. 

# Spray patterns or * brides, make elastic lines - stretch and manipulate shapes. 

# Zoom In to add del all Ln ftm mudr. 

# l 'lilklown/Icon driven menus tor eaiie of use. 

# Mouse operation, plus joystick and keyboard control. 

t IS pens. E sprays, 16 brushes - so flexible anyone can create superb graphics easily, 
ft Full cue and pa&te facUltl/t^ plus cxeeLLenL printer support. 


£ 34.99 

TOTAL PACKAGE 
INCLUDES 13St MOUSE/ 
MOUSE MAT/HOLDER 
AND OOP ADVANCED 
ART STUDIO 

P LEAVE STATE IF YOU REQUIRE TAPE OH DISK 


MOUSE MAT AND 
MOUSE HOLDER 

(WORTH £1 2.99 J 
WITH EACH PACKAGE 



OU PRINTER PACKAGE 


NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR! 

# The Star 3 jC 2QO Colour Printer not .only prints in N'ear Letter Quality for your regular jobs hui also 
prints nut your pictures from Art Studio. Action Replay, etc. , Ln generous colourl 

ft LC200 is a full Centronics printer so It works with other computers {Amiga, 5T P etc.). 

• Made possible by Dalel’s unique colour printer driver - now you can have a hardcopy In up to 3E 
colours! f ft No more to buy - Jusi plug in and print] 1 ! 

PACKAGE INCLUDES STAR LC2O0 COLOUR PRINTER RAP £345.00 

SPRINT 120 PRINTER INTERFACE RRP £29.99 
PATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19,99 

NORMALLY £394*90 

COMPLETE PACKAGE NOW ONLY €259.00 

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99 

# If you already have an LC 10 or LC 200 Colour Printer we ran supply i he Driver separately. 

• Works with Serial Version of LC 10, Parallel 1 * 011 . Sprint 12b. elc. 



(sow to get rooz ozazz fasts 


TELEPHONE l24HrsJ 


07S2 744707 


CREDIT CARD ORDERS 




ORDERS NORMALLY DISPATCHED WITHIN AS Mrs. ALL CH E OU E S-POST AL ORDERS MADE PAYABLE TO.... 

wm SLECimmcg cm 

GOV AN ROAD, FENTON INDUSTRIAL ESTATE. FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

FAX 0782 744292 TECHNIC A UCUSTOMER SERVICE 0782 744324 

COM rvtSK 3 















POST 

THE ACTION REPLAY MK VI 
WILL LOAD A 200 BLOCK 
PROGRAM IN UNOER 6 SEC 

the most powerful, friendly and feature 

/ 

/ 


■ 


PACKED UTILITY CARTRIDGE EVER CONCEIVED! 


FOR CBM 64/1 28 


« TURBO LOADER * Load 202 block program in under 8 
seconds - world s fastest disk serial loader. ,On-board RANI and 
ROM achieves high loading speeds. Works with 
1 541/1 571 /Oceantc/1 581 . 

• INFINITE LIVES GEN ERATO R - Automatic I n finite lives!! 

Very easy to use, works wilh many programs. No user 
knowledge required. 

• PROF MACHINE CODE MONITOR * Full 64K Freezer Monitor ■ 
examine ALL memory, Including stack, I/O area and registers In 
their frozen state. Ideal for de-bugging or just tor fun! 

• SPRITE CONTROL - Freeze the action and view the sprites - 
watch the animation - customise your games - kill sprite 
collisions. 

• FREEZER FACILITY - Now you can make your old slow 
loading programs load taster. Simply freeze the action and save 
to tape or disk to reload at superlast speed * no more waiting for 
programs to toad. 


GRAPHICS SUPPORT UTILITIES DISK 

SLIDE SHOW • View your favourite screens in a slide shew typo 

display 

SLOW UP - Unique utility allows you to taho any part of a picture & 

'blow It up* to fult screen sice 

SPRITE EDITOR ■ A complete sprite editor Helps you to create or 

edit sprites 

MESSAGE MAKER - Any screen captured with Action Replay or 
created with a graphics pnckase can be turned Into a scrolling 

screen message with music 


fSK COPY - Easy to use disk tile copier. Much taster than 
conventional methods. /deal for becking up data disks. 

• TAPE TURBO - This feature will add Turbo Reload to the 
programs that you save to tape ■ no user knowledge requii 

• FAST FORMAT /Format an entire disk In about 10 seconds 

• no more messing about. 

• PRINTER DUMP * Print out your frozen screen to printer -1 
MPS 801 , 803, Epson, Slar, etc. * very versatile. 

• CENTRONICS INTERFACE - For parallel printers, Star, 
Epson, etc./Prlnt out listings with graphic characters etc. 
(Cable required for parallel port £12.99), 

• SCREEN EDITOR - Now you can edit the entire frozen 
screen with this text editor - change names on high scores, eh 

1 

TENDED TOOLKIT * Many single stroke commands lor 
Save, Dir, etc Plus range Of extra commands, i.e. Auto 
imber, Old, Delete, Merge, Append, Linesave, etc. 


THE REVIEWERS SAID... 

Tm stunned, amazed and totally Impressed, This Is easily the best 
value for money cartridge. THE CARTRIDGE KING'' 

COMMODORE DISK USER 


ONLY £9.99 


WARNING 1089 COPYRIGHT ACT WARNING 

| Xg|a ElocStflma Llil . nyilhm cnndGRUt or frjtmiriw* the uati dl If I pTO&JdS kr tow -KstradjEtiG'i dl 

Capyngfit matHllD^ 

Thu CrftO.'jp iKsJftlMF af this pHHMCt am d**gn«a to KffHhra only software nutfi at hMC Etampn 
J, nu users pfCaraFfl p* where pennipsiEn to inohij bSCKupi hau Scurfy tfrvM. 

Ir a ilagtV 1 b mtfw sspW. fiviifi Ihr yeur twin l*b, of martanqj, witrroui ih§ eraa * 

rivmnsion ffl U>B COpy^gtit Jwnol Of Itlfr kcenrilP inpipa r 




MOW TO GET YOIIH ORDER FAST! 

TELEPHONE f 24 HrsJ E 


CREDIT CARD ORDERS 


ORDERS NORMALLY OlSPATCHE D WITHIN 4fi Hra, ALL CHeOUES POSTAL ORDERS MADE PAYAB LE TO.. 

as patel azcrzcracs cm 

GOV AN ROAD. FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS ( ENGLAND, 

FAX 9762 744292 TECHNICAL CUSTOMER SERVICE 07B2 744324 
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(ter lost ***?*'! --w.w.all Robin, this month'* 
sstlng V* .linhtlv eosier one 

iBsterbloster i*o g y^ |ess there ore still 

° mpi l!- u jlestio« and o crypti< «.***•"• 
one inthy «|westion Ans wers w«H he 

o trip you so watch oo 
ivifited next month- 


F) FUZZY FACTS 

Those Rowlands lads are a wacky pair, I 
think they're completely bonkers, but 
theycertainiy write good games. How 
much do you know about them? 


1. They went on two holidays this year. 
Where to? 

2. What's the name of Steve’s rather tasty 
girlfriend? 

3* What's their favourite fast food 
establishment? 

4. Who is the big cheese at Thai am us that 
they keep taking the mickey out of? 

5. What does CREATURES stand for? 


A) SPORTING CHANCE 

Work out the sporting game names from 
the initials and clues. 


1 . TF (One to bowl you over) 

2. PSHM (The 'hand of God') 

3. MUE (The Devils' win a cup) 

4. H (Chilli dogs, double-headers and 
screwballs) 

5. FFO (Prancing horsepower) 

6. GGTC ('Zap' hits 'biti for six!) 

7. BMWCB (Little Irishman's a big hit) 

8. EHiS (Ex-Liverpool and Wolves player) 

9. ER (Coin-op conversion featuring leaping 
bikes) 

TO. DTOC (Pole/joy stick-snapping 
marathon) 


BJ FIND THE WORD 

Find the missing word shared by the 
four games in each of the following lists. 

1. Elevator, Force, Fighter, Biker 

2 Aqua, Turbo Kart, Mountain Bike, Rad 
Ramp 

3. Evening, Ray, North, Giider 

4. Beam, Knight, Glider, Shockway 

5. Sky, Desert, Star, Arctic 


CJ APPETISING ANAGRAMS 

Fatty Phil has sliced up tan game titles 
for his dinner! Can you rearrange them 
before he scoffs 'am? 


1, ANT CURRI (1 word) 

2, EAT BREKI (3,5) 

3, RAM IN MINCE (5,5) 

4, COVER PHILS BELLY (7.5.3) 

5, LOOSE DRY CHIPS (6,7) 


D) CONNECTIONS 

Work out the connection between the 
items In each list. 


f - CJ's Elephant Antics, Kick Off 2, 


2. Blade Runner. The Untouchables, Star 
Wars.. Predator 2 

3. Flashpoint, Sty Spy: Secret Agent, Tyger 
Tyger, Street Hawk 

4. Pitfall, River Raid, Little Computer 
People, Ghostbusters 

5. Brian Jacks, fan Rush, Jack Charlton, 
Geoff Cepes 


HUM Bin 78 


SI ODD ONE OUT 

Can you spot the odd one out in each 
list, and for the right reason? 


1 , Great Giana Sisters , Katakis, X-Out, 
Rainbow islands 


OJ WHICH IS WHICH 

Can you spot which ZZAPI 
Issues had these covers? 
Ifs the issue numbers that 
we re after, unlike Hoggy 
who's after anything in a 
skirt Oh, and Stu doesn't 
even know what those 
creatures in skirts are 
called! (Oy! Usually ifs you 
in the skirt, PhIH * Ed), 


Armalyte, Rod-Land 

2. Scorpion. Sanxion, Slayer . Oh Not 

3, Sack To The Future, Bubble Bobble. 
Shinobi, Predator 

4, Elite, Pac-land, Thunder Blade, Murder 

5. Martin Walker, Jeff Minter, Andy 
Braybrook, the Apex lads 




■ 



B) SPOT THE SPRITE 

Do you know which game each of these 
Sprites appeared in? 
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G) KNOW YOUR ZZAPER I 

They’re the greatest people on the ptanetl Yep, it’s your team of kn ow-it-a 13 -about- 
thq-64! But do you know-it-all about us? 

1, What car did the vile Welshman drive until it gave up life in Birmingham-? 

2. Fatty Phil has photographic evidence of vandals wrecking his beloved Metro, If you 
collect Zzap I so should you. So who bust his aerial? 

3 Always one for donning pointy ears, standing in small lavatories and shouting ‘Beam 
me up Scotty!', Stu Is a bit of a fan of what classic, bul crumbly T.V. Sci-Fi prog? 

4. For 5 bonus points, what is Hoggy's girlfiend's full name? 



Can you solve the clues to identify the 
well-known game names (or bits of them 
— because Phil had a bit of trouble 
getting everything to fitE)? 

To help you, we’ve already solved the 
first clue: 

Soldier of fortune is happy about 100 points 
top score (9 letters) 

The answer, of course (?!!), is 
'Mercenary' — which is MERRY around 
C (roman numeral for 1001), EN 
(compass points!) and A (grade A — top 
score!}. Oh well, good luck! 

ACROSS 

6, Vroom vroom! (4) 

9. Winter industrial dispute for high-flyers? 

( 10 ) 

1 1. Hard, and a girl's best friend! (7) 

14. (See 7 down) 

1 5. Celebrity reverses into rodents (4) 

1 6. Pray to him for rain (9) 


18. Alan dreams of being a newt (10) 

19 and 22. He's always hitting the road 1 (6, 7) 

21. Garry mixes it up (5) 

22, (See 19) 

DOWN 

1, German cars in Africa (5) 

2, Cursed (2) 

3, Top gun (3) 

4, Without a cause? (5) 

5, He’s what? (5) 

7 and 14 across. Expensive guitar? (6, 3) 

8. Tiny part of nothing? What a puzzle! (7) 
10, Jogged back a century to catch drug 
pushers (4) 

12. Boring Gold Medal? (7) 

13 and 20, Five-year voyage from 1969 to 
1979? (4,4) 

16. This game just won't let you go (5) 

17. Risk for desperate character, but he's a 
hero (3,4) 

20. (See 13) 
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POSTER 5 £3.99 

Colos-sol A l size posters, featuring the besi of Oliver Frey's 
artwork! Red Moon, Zombies of th& Night, Kepler of Mars, 
Metro Force l . 
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■ Stefeo ,4^^ ConsQfp 

P^marpr, 


The following consoles ore available at £5 off 
recommended retail price. This is an amazing bargain 
you just can't miss out on! 


NINTE NDO O AMI BOY 

ind. conwli t wrplionM, videolink, T#lm QQttm pock, taattenci 69.99 64.99 


NINTENDO COHTftOl DiCX 

■ncL MNl d«t r 2 contraflarv 5up*r Mono B™ pome pock 79.99 74.99 


ATARI LYNX 

incl. conKi 4 t, California Gomel & VWealirtli 


COfilSH'S COMPUTE! GAMES GUIDE 

CtHUHTI COMPWIM Man MM i! H» mgsl 

comprehensive ploying dpt book Mr produodl Featuring over 9000 
tip*, it coven backdoor codv Vl by pngnmaNn, cheats end tipi to 
get past opponeiih, iW» how to ibp Welt, gives pokes for inhnate 
and tiwny other options) Cheats for Spactount C 64 , Amstrad CPC, 
Alan ST, Amiga, PC and 1 al popular wiufol includes over 1 7 S 
solutions for the tap adventurers and oreodfc adventure! 
fo«iol price eWw Mtly IIE.M, ■ m*Jr| al £3.001 


NINTENDO MUTANT MACHINE 

ind. control decJt, 2 COfl*r$tI*n, I Hnogi Muionl kkro TurtSsi 

gomt pock., poslur 79.99 74.99 


The following GAMEMATE game cards are available 

(allot £ 1499 ): 


DEAL 

174,99 


SEGA MASTER EYETEM 

end. con solu, 2 pypodi & Super Hang On 


79.95 74.95 


H9A MAI Tift IYCT1M FUJI 

>nd. 2 ioypodi, light phaur, jfr Honfj On I So 


99 99 94.99 


*Mft sypift itrirnuw 

ind. conwfe, 1 }oy pad, fight 3D 

Super hfengi On A Mil*!* Pw i mc i 


129*99 124.99 


HUA MIOA Mm |lft Mt 

mdr ewknofo, |Dyipod „ Afctrud ioai t 


t&9.99 18499 


C1Q07 

C1021 

C10I4 

Ci009 

ctota 


GALAXY INVADERS 
MYTH OF ASALIA 
TIME WARRIOR 
TORNADO 
BASEBALL 


Rfi'P 


179.99 


Cl Oi l 
C10G4 
C1QG6 
Cl 003 
Cl 005 


MONEY MAZE 
MIGHTY TANK 
MINI GOLF 
TENNIS 

BRICK BLASTER 




| Palace) 

£8.99/l12«99 

SAVE £2.00/£3,00! 


29.99 23.99 6 00 

34 99 27.99 7,00 

CARTRIDGE SAVINGS 

m OFFERS SAVE 

19 99 17.99 2 00 

24,95 21.95 3,00 

FREE GAMES! 

Furthermore, Qfder any three 
£2,99 games and we will give 
you one £2.99 game absolutely 


Some os PRO 5000 NORMAL, btrt 
with iea r thaj body. 

OFFER £13-99 


DYNAMICS COMPETITION 
PRO EXTRA 

Features rapid fire, unique slow 
motion ana vee-thnj body. 

OFFER £14-99 


POWERPLAY CRYSTAL 
STANDARD 

Clear joystick with red tire buttons 
and piitcd grip handle. 

OFFER £14.99 


3D CONSTRUCTION 
KIT 

(IttceitNve/Dem ark ) 


Please phone 0584 875851 now 
between 9 and 5pm and ask lor 
Discount hotline and we will give 
you availability and release dotes 


POWERPLAY CRYSTAL TURBO 

Same a* CRYSTAL STANDARD, but 


ICES INCLUDE POSTAGE, PACKING AND VAT. NO HIDDEN EXTRAS 

Pl«« note — oil offers on this page ore while storks las!, order now os our policy is first come first serve! 
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Description 


Address 


Post code 


| M&thed of payment (please circle] Access i Vba l Cheque ! PO 


| Credit Card Ha 

I 

Expiry Date 


Please make cheques and postal orders payable to ZZAP! hd. 


TOTAL ORDER 


SEND THIS FORM TO: 

ZZAP! Moil Order, PO Box 10 
Ludlow, Shropshire, SYS 1 JW 


V/Sv* 


HOTUNE 9 to 5 pm 0584 875851 ^ 


ZZAP! 

STICKS 

dynamics competition 

PRO 5000 (NORMAL) 

Feature! arcade quality 
miejoswitche*, dual fire button s, 
robust steel shah and rubber return 
for smooth control. 

OFFER £13,50 


TERMINATOR 2 

(Ocean) 


DYNAMICS COMPETITION 

Dan sflArt in cad: 


SAVE £2.00! 


SPEEDBALL 2 

(iMdgaworki) 

£8.99/£l 1 J 

SAVE £2.00/23.00! 


SWAP 


SOFTWARE 

MEGADEAL 

!f you wish to order any cassette 
or disk that is currently available 
please use the fallowing Special 
Offer discount table to calculate 
your Offer price usin<g the 
recco mm ended retail price as 
quoted on the software houses 
adverts 


m 

4.99 
7.9 9 

8.99 

9.99 

10.99 

11.99 

12.95 

12.99 

14.95 

14.99 

15.99 

19.95 

19.99 

24.95 

24.99 


OFFERS 

3.99 

6.44 
7.24 

7.99 

9. 99 

9.99 
10.40 

10.44 
It. 95 

11.99 

12.99 

15.95 

15.99 

19.95 
1-9.99 


WE 

1.00 

1.55 
1.75 
2.00 
2.00 
2.00 

2.55 

2.55 
3.00 
3.00 

3.00 

4.00 

4.00 

5.00 
5.00 


LIMITED Nu 
AVAILABLE! 


The following limited stock 
standard issues are available for 
a measly £1 .95 each. 

5. 8. 12 to 25, 27, 28, 31 to 40 


The following MEGATArE issues 
are at o premium and gains like 
hat cakes! They are available ai 
a mere pittance for £2.45 each. 

26, 43, 44, 45,50,61,62, 63, 
45, 66, 67 


includes lair Aufenre acTfon. 

OFFER £16-99 

POWERPtAY CRUISER BLACK 

With dual lead Far spectrum 
Ptui2/Ptui3. 

OFFER £9.99 

POWERPLAY CRUISER CLEAR 
AUTOFIRE 

Simply by bolding down eiilher of 
(be fire buttons engages- Aufafire. 

OFFER £12.99 


SAVE £5.001 


OUT RUN 1UROPA 

(US G«I«C| 

£S + 99/£12*9l 

SAVE £2.00/£3.00! 


for your software order. 
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Canada. Just phone your 


Matcher of British 
Magazine Distributors 
Ltd, lei: 519 456 5353 
(or fax him on 5 1 9 456 
[ 5355! — Visa accepted 


Distributors Ltd, 40 
Wilkins Drive, 
Sweaburg, 
Woodstock, 
Ontario N4S7V6 


scriptions rates 
(until July 28th): 
US $65, Canada 
, CAN$75. 

I Back Issues: US 
I $5.45, 

\ Canada 
1 CAN$6.45 
\ (inclusive of 


applies for UK residents. 
A II subscriptions outside 
UK ore posted air moil! 


^ Yes, subscribe to 
ZZAP! now, for just £22, and get a 


Arnie 


g jE joystick worth £ 1 3.95, 

£ « absolutely FREE1 It's a tough stick 
w ^ with a one-year guarantee and will 
£ < survive even the Creatures joystick 
Q- j waggling cheat test! it's incredible! 
* “ How do we do it? Quite honestly i 
j- § don't know, but this is one offer you 
y o simply can t afford to miss! 


• ‘Beam aboard ZZAP! for a 
galaxy full of games 1 — 
Captain ‘Baldy 1 Pickhard 

• 'It’s worth robbing the rich 
for’ — Kevin ‘no tights, no 
accent, no talent’ Costalot 

• 4 Yo! It’s even more hip ‘n‘ 
trendy than us’ — Arch Bish 
o' Canterbury 


• Here's what just a 
few of ZZAPi's many 
celebrity readers have 
to say abovt this 
amazing deaf... 

• 'ft’s sure to cause a riot' - 
Axle-grease Rose 

‘With ZZAP! it’s no 


5) ZZAP! ha s got its awn subscription 
o and back issues sales office in Ontario, 
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The Apex lads 90 on yet another holiday to 'get 
inspiration for more Creature* If ideas', 
consume countless brown cows and end up 
seeing pink elephants. How there's an ideal 

The complete lowdown on 
the holiday is here (well, 
what they can remember of 
Ift) a ong with the latest 
Creatures If developments 
— yes, they actually 
managed to do some work 
in it! 



Tuesday 9th July 

John; No, no, no, no, no — I simply cannot 
handle this any more! Once again (for 
a bout, the 800th lime) my sprite^ -sprite 
collision code is playing up. The core of this 
routine is two years old (it was written for 
Retrograde) and has still got a bug. in it. 
How can this be? Half the production time 
on our games seems to be spent fixing this 
stupid routine. So I spent most of today 
searching through print-outs of the coda, 
and making small modifications to it, with 
the hope that it might miraculously fix itself. 
Eventually, after a lot of swearing and 
computer bashing, it decided to work — 
and if it goes wrong again there isn't going 
to be a Creatures th okay? 

Steve; I’m in the mood for music, which 
makes a change. I started this nice mellow 
sod of tune with some cool cords and 
brilliant bass (of course). Does anyone 
remember the music that played In the 
background of the cartoon series called 
'Peanuts 1 ? You know, with Snoopy, Charlie 
Brown and friends, well it sounds similar to 
that. 

Believe it or not, I'm still designing the 
third torture screen, the one with the snow. 
I've just added clouds across the lop of the 
screen, which is where the parallax snow 
falls from, Also to make this chamber a lad 


harder I came up with the idea of sticking a 
'snowball creature' on one side of the 
screen. This creature throws snowbaifs 
(Obviously!) across to the other side, but if 
they hit you, you don't die, you just get 
knocked along habit. 


Friday 1 2th July from 


John; i li be honest and let you know that 
not a hell of a lot of work has been done to 
the game yesterday and today. The reason 
is that we're preparing for the HOLIDAY 
(oops, I typed that in capitals). We re 
leaving for Majorca on Sunday so we've 
been doing our last minute shopping. As 
with last year's diary we'd attempt to keep a 
menial note of what’s going on, but as we'll 
be consuming excessive amounts of 
booze, we may not remember much, 

Steve; This lunchtime was baking hot, so 
naturally I just had to spend it outside 
catching rays in the garden, just so that 
when we go on HOLIDAY in a few dap I 
don't get too burnt. But having said this, t 
did do some work this morning. I actually 
had to go back to the second torture screen 
to alter the character set and the screen 
layout, for the LAST TIME!!! 

Well this afternoon I’m starting the new 
Torture Screen D from all the new ideas we 
have, beginning with a rough on-screen 


• What's happening? Is this CRITT: The Teletext Game? Nope, it s just a glimpse at 
the very early Stages of a new Torture Screen. 


layout of the background This is normally 
done just by using one or two different- 
coloured reversed characters. 

Sunday 1 4th to 
■undav 28th Live 

ajorca 



H 


Tuesday 
1 6th July 


We’re not drunk! Nope. No siree We re as 
sober as a,., as a.., a big sober thing. Okay 
we’ll come clean, we're inebriated (which is 
a hard word to spell,. }, Last night we were 
at the famous BCM Mus ic Empire wishing 
that we were back home working on 
Creafures /), we don't thinkl (Hold on — we 
don't think anyway!} We spent most of the 
day on the beach which wasn’t too bad 
except for the sand and the salt water (?), 
However, the topless entertainment which 
frequented the beach made up for it! 


Friday 
1 9th July 



We've now finished a couple of rolls of film 
and already the camera has started to play 
up. And on the subject of cameras, Steve 
has earned himself the nickname of 'KID 
LUCKY’ for reasons we can t divulge. We 
spent today by the pool, drinking alcohol (I 
don't believe it!), getting a tan and soaking 
anything that moved with our massive 
water guns. Andy Smith (who helps us with 
ideas and problems — technical problems) 
is nicely sunburnt, bee hee. What a great 
shade of red he is too. 


Monday 
22nd July 


We were at a beach party this morning and 
a water park in the afternoon (despite 
saying we wouldn't go to a water park this 
year as we would ail get coids after). The 
park 

dosed to the public at 6,00 but because 
we were with Thomson Young Fun' we 
could stay until 7,30, That meant no queues 
on any of the slides. Yippee! After this there 
was a massive barbecue for us all with 
competitions and entertainment laid on by 
the Reps. (John won a bottle of champagne 
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Schnapps and Southern 
Comfort, preparing 
ourselves for the night to 
come, where we would 
all be completely 
paralytic. Then every 
morning we’re all asleep 
recovering from the 
previous night, leaving 
just the early afternoons 
when we are actually 
conscious AND sober. 
Can t watt for the photos 
to be developed as we 
can't remember taking 
half the pictures, 

Sunday 
28th July 

Boo, hoc, sob, whimper, 
etc. This is our lest day 
and — guess what — we 
don't want to come 
home. Okay, so 
everyone has got a 
severe sore throat (we 
knew we shouldn't have 



• Brilliant animation requires painstaking work on lots of frames of animation, including some showing 
the leaping, crumbling skeleton of a dissolving Fuzzy! 


— well that's what it was meant to be.) So 
by the end of the night we were ail st uffed 
with chicken and completely drunk. We 
went on a pub-crawl with one of the Reps 
after, and we just had to drink him under 
the table. However, thanks must go out to 
Jon (the Rep) for introducing us to a Brown 
Cow" — and before any of you say 
anything, it's a drink, 


Thursda 

25th July 


i 


We've lost track of what day it is as every 
day is a Saturday out here. We were on a 


cruise on Tuesday, sailing around the 
island, eating more chicken and playing 
drinking games all day — as ya do. Andy 
had a grain of sand In his eye from the 
beach party the day before, so we cleared 
his eye out by throwing him off the boat 
(while he was still wearing one of his pairs 
of £80 boots). Most of today, however, was 
spent asleep recovering from the mammoth 
drinking session we had. last night (and the 
night before that, and the night before 
THAT etc...). If you think about it, we can't 
actually remember that much about the 
holiday. This is because by late afternoon 
we would be downing bottles of peach 


gone to the water park) 
and everyone has got the 
squils, but we still want 
to stay. But hold on, if we stay, we won't be 
able to work on Creatores M, We 
DEFINITELY want to slay! 

When the lime did come for us to depart 
(6pm to be precise), we had half the hotel 
seeing us off (yeah — the front half, we 
mean half the people in the hotel). For them 
it was ‘pay-back lime', as we were soaking 
all of them for two weeks. For us it was 
mega-soakings all found, and just before 
we got on the coach too. We thought that 
we’d throw Sue (the cutest of the Reps 
(well Jon wasn't too bad)) into the pool for 
the last time though, a sort of going away 


SrSiwum M>v*»TMWt « 
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present if you will. Anyway, we've had an 
utterly brilliant two weeks (this being by far 
the best holiday we’ve ever had) and so 
here's a quick list of people who helped 
make it happen. 'Yo!' and massive drinks 

to: " i * H MB 

The Reps: 

Caroline — I don't like to get out of 
my. depth'; 

Andy — 'Bing bong, blng bong 1 ; 

Sue — \..erm.,.’ (that's a dizzy blonde 
for you! (Just kidding Sue); 

and last but least (only joking) it's Jon, the 
'brown caw king' — 'I’m havin' it off on 
Tuesday'. 

The Boyz: 

Andy, Dedan, Kevin, Neil (the nodding 
dog), Dean, Ralph (Richard),. Andy, Dave 
(divine) and Gary. 

The Girlz: 

Lisa. Niki. Calhy, Helen, BJ, Stacey 
(Tracey), the two Welsh lassies next door, 
and the countless females we met but 
simply cannot remember the names of. 

Monday 
29th July 

John: Slept atl day. 

Steve: Slept all day 

Tuesday 

30th July 

John: We re back and awake! Yep, what a 
holiday that was. Alt that sunshine for two 
weeks and we come back to this — 
thunderstorms, Great. 

Anyhow, I suppose I'd better get back to 
work, but not on CRfTT. IVe got a little task 
to complete for Retro- 
grade, It’s going on The 
Hits 2 (THE compilation 
of the decade), and needs 
to have the protection 
taken off for the 
duplicators. The only prob- 
lem is that it’s now two 
years old and I didn't put 
the protection on in the 
first place. I II give it my 
best shot though, 

Steve: After having just 
started the design for 
Torture Screen D before 
the absolutely excellent 
holiday I am going to 
have to leave it. The 
reason is that we now 
need to design the first 
Torture Screen that wii! 
be in the final game. 

When ! mention the first 
TS or the second TS this 
isn't the first and second 
in the game, it’s in the 
order of design. So we 
need an easy but good 
first TS and I've got 
some good ideas for it, 
but it needs a bit of work, broomstick! 


so I'll try and add some humour. It is 
important that the first few stages of the 
game have the night playability so that we 
keep the player coming back for more, 

Thursday 
1 st August 

John: August already! Where does the 
time go? Technically speaking (or is that 
technically writing?), we have only got two 
monlhs production time on the game. Is 
CRiTT going to be finished? Hmmmm, 
Today though, I was working on TSB, 
creating the death sequence for the bad 
guy you’ve got to kill in order to complete 
the screen. (You see how little I gave 
away then, hee hee). ! also adjusted the 
animations for the ’prodder" — the 
creature whose job it is to prod one of the 
helpless Fuzzies out of the cage and into 
the stream of acid! I also added a creature 
to one the platforms which looks like one 
from Retrograde (to those of you who got 
that far anyway), making it slightly harder 
for you to save any Fuzzies that might 
need saving (you can bet your life they 
will). 

Steve: Clyde Rstddiffe In Torture Trouble 
is the name of the game in 
unabbreviated form, but when 
abbreviated it becomes CR/TT, We've 
been given the idea that if we add 'ERS' 
to the end of the abbreviation we end up 
with CRITTERS. This does sound better 
than CR/TT so now all we need to do is 
to try to come up with three words to fit 
ERS'. Tough task but it will have to wait 
until later when we can devote more time 
to it and have a glance at our thesaurus 
(swear words aren't allowed!). Reebok's 
'Energy Return System' pops straight to 
mind, but that doesn't go too weli with 
the rest of the title! 


Saturday 
3rd August 

John: IVe been codling the final bit of 
intelligence for the little 'raft -paddling 
creature' at the bottom of the screen. I 
thought I'd finished it hut whan I was 
showing it to Andy last night (the Torture 
Screen, obviously) I spotted a bug in it. This 
means I'll working on it again on Monday. 
Rob Ellis popped over this afternoon and 
when we had eventually finished telling him 
some of our 'holiday stories we decided 
that a load of us should go to the Southend 
arcades next weekend He mentioned 
some of the features of Space Gun (his 
favourite game at the moment), which got 
me thinking. In it you must save a quota of 
good guys, whilst blasting the aliens. Well 
near the end of the game (which we have 
reached) you start getting some of these 
good guys running towards you and then 
'mutating 1 Into hideous aliens, Well how about 
doing this with our cute 'n' cuddly Fuzzies? 
Great idea, huh? 

Steve: Well the last time 1 worked on this part 
of the game I said it would be the last lime H 
would work on it (7). Yeah, it’s Torture Screen 
B. It seems like this is a neverending TS that 
I can't gel rid of, This time I have to add 
some extra animations so that when the 
poor Fuzzy gets prodded out of the cage 
and lands he gets up nice and smoothiy. 

It's time to do the graphics for the level 
loading screen as John will hopefully be 
coding that soon, After a long discussion on 
how we could graphically show three 
Torture Screens on an island, we eventually 
came up with a suitable answer. There would 
be three doors to the three chambers on- 
screen, When the one you are about to enter 
loads in the door would open. So by the time 
you were on the last Torture Screen you 
would have three open doors on the 
screen, see. 







• Character blocks are used to build up this atmospheric forest scene, all we need now is a witch on a 
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RELEASED DUE TO PUBLIC DEMAND 
GUARANTEED SALMONELLA FREE 


(Choccy Eggj 

If you have played the classic computer game Chi ickie Egg you 
hardly need an introduction to this "cracking' sequel, which 
takes us from the hen house to the chocolate Easter egg. 


This eggcelfent game is guaranteed to be salmonella free 
on your Amiga, ST or PC machines. It will give hours of 
entertainment and no matter how many times you unwrap 
the disc and sample the goodies it will neither make you fat 

nor rot your teeth I 

CHUCK IE EGG N 

Available on Atari ST/Amiga/Spectrum/Commodore/Amstrad 

soon on PC 





Screen *hoet from Amiga Version 



Pick & Choose 


CHUCKJE EGG 

Available on Atari ST /Amiga/Spectru m/Commot lore/A mstrad 
/Atari/MSX/Dragon/BBC/EJectron soon on PC. 



Cheques & P.O. to: Pick & Choose (F.G.J Ltd. 45 Bury New Road, 
Manchester MS 8EG, Tel. 061 83 1 7922 



Screen ihiots From Amiga Vernon 



Pick & Choose 









Well, after about two weeks off bright sunny weather someone 
decided that we should have a typical British summer (ie pelting 
down with rain}. Personally I suspect it's the Scorelord's doing, not 
long after he purchased an extra long hosepipe from the local OIY 
shop it started raining cats and dogs* All we've got to look forward 
to for the rest of the year is hamikaze leaves in the autumn and the 
Newsfield car park turning into the local skating rink in winter. 

Did you spot the deliberate mistake last month? I said that I would 
be printing SJtacfow Dancer and Slrider fl maps. They didn't appear 
because 1 ran out of room for Stricter II, and Shadow Dancer maps 
weren't available, perhaps you beloved readers could Kelp by 
sending one in?. What I do have this month are loads of hacks, 
cheats, passwords and a map of Ocean's Dark man- So make a cup 
of tea, settle down and enjoy the tips I have prepared for your 
enjoyment. And to answer the people who moan about the 
abundance of reset backs etc, if you sent in more non -reset stuff I 
would very happily print it, no pro Memo. 


°° k,s pana 
■2&ss *~ as 

i*fS. 

soever m a ^ng. 

Lo ad up a 1e 

hun m p^ ra and 

5COn<J t keys A ^ J & lhe 

**, pang m u ?S L r|ad AS 

XT l 

USvs *** 


MULTIHACK 1.7 


Not content with bringing us one Ocean 
hack, Wa z P returns with this offering. 


To use, just type in the following listing 


(and save it), add the data line for the 


game you want rewind the game tape to 


1 REM OCEAN HACK VI. 7 BY WAZ 1991 

2 REM GET THE PIXIES TROMPE LE 
MONDE LP 

3 FOR WA=384 TO 4111: READ2: C=C+Z: 
POKE WA,Z: NEXT: IF C< >2740 THEN 
PRINT “AARGHl": END 
4 READ Z: IF Z~1 THEN POKE 157,128: 
SYS 334 

5 POKE WA,Z: WA=WA+1: GOTO 4 

10 DATA 032,086,245,169,032, 141 ,084.003 

11 DATA 169,147.141,085,003,169,001,141 

1 2 DATA 

086,003 , 096,072,032 , 1 56,00 1 , 1 04 


1 3 DATA 
206,032,208,096 

And here are the DATA lines 

PUZZNIC (infinite time & retries} 

20 DATA 

169. 1 73.14 1 .246.035. 1 69. 1 89.141 

21 DATA 171 ,036,096,-1 

MIDNIGHT RESISTANCE (infinite lives, 
keys and weapons} 

20 DATA 

1 69.000. 141 .21 5.0 1 9.141 .253.01 9 

21 DATA 

1 69. 173.141 .060.040.1 69.254.141 

22 DATA 228,181,096.-1 

DRAGON NINJA (infinite lives and time) 

20 DATA 

169. 1 73. 141 . 1 22. 1 26. 169.000. 141 

21 DATA 076,130,096,-1 

VINDICATOR (infinite lives level 1) 

20 DATA 1 69,1 73,141 .081 .1 40,096,-1 

UNTOUCHABLES (auto complete ievet 

1 } 

20 DATA 169, 1 60, 141 .070,144,096,-1 

BATMAN THE MOVIE (infinite lives) 

20 DATA 169,173,141,023,019,096,-1 



SPIKE INI 

IF R<5 THEN R=R+7 

TRANSYLVANIA 

25 V=(L*16)+R: POKE i,V; C=C+V: NEXT 

t 

30 IF C< >13291 THEN PRINT 

MUSIC LISTING 


"OOPSIEF: END 

Peter De Bie has sent in this very handy 

35 SYS 3840 

music listing, to use Just follow the 

50 DATA 

Instructions. 

78 , A9.35 ,85 , 0 1 . A9 , 46, 80 , FE , FF , A9 , 0F.8D 
,FF,FF,A9,9C 1 8D 1 FA 1 FF.A9,24 

1, Type In the listing and save It for future 

,80 

use. 

60 DATA 

2. Load up the game and reset it on the 

FB,FF 1 A9 r QO,8D.QE 1 DC,A9,F1 l 8D.1A.D0 i 

title page. 

A9,33,8D. 1 2.D0,A9.Q1 ,20,00, 10 

3. Load up the saved listing, RUN it and 

,58 

wait a few seconds. 

70 DATA 

4, The title music will start to play, and 

AD.00.DC , C 9 , 7 D , F0. 0 7.C9.7E , F0.08 , 4C.2 

plug your joystick into port two. Push up 

e,OF,A9 1 00,4C 1 2A,OF,A9 1 01 ,4C 

for the title music, down for the in-game 

,2A 

music and left to fast forward. 

80 DATA 

OF . 85, 04,86,03,84 , 02 , EE , 1 9. DO, E E .20 .DO 

5 REM *** SPIKEY MUSIC LISTING *** 

,20, 1 2, 1 0, C E ,20 , DO , AD, 00. DC 

10 FOR 1=3640 TO 3951: READ AS 

,C9 

15 LET L=ASC (LEFTS (AS.1): L=L-55: IF 

90 DATA 

L<5 THEN L=L+7 

7B,FO,F3.A9,OE,8D,2O,D0 1 A9,1 B,8D,1 1 ,D 

20 LET R=ASC (RIGHTS (AS.1}: R=R-55: 

0 , A5,04 , A6, 03, A4, 02,40 
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CHASE HQ (Infy turbos) 

20 DATA 1 69, 1 73,1 41 ,094, 1 43,096,-1 

WEC LE MANS (infy time) 

20 DATA 169,173,141.146,152,096,-1 

RAINBOW ISLANDS (infy lives) 

20 DATA 169.1 89, 141 .1 32, 1 1 1 .096, *1 

TARGET RENEGADE (Infy livesftime) 

20 DATA 

169,173,141.121.141,169,000,141 

21 DATA 133.135,096.-1 

NEW ZEALAND STORY (infy lives) 

20 DATA 169.173,141,143.012,096,-1 

TYPHOON (infy lives} 

20 DATA 169,173,141.125.016,096,-1 

RED HEAT (infy lives) 

20 DATA 

169. 1 65,141 ,036,01 2, 141 ,230,01 3 

21 DATA 096,-1 

ROBOCOP (infy energy) 

20 DATA 169,000,141,120,173,096,-1 

BATMAN: THE CAPED CRUSADER 
PART 1 (infy energy) 

20 DATA 169.1 B1 , 141 ,1 S9, 125,090,-1 

BATMAN: THE CAPED CRUSADER 
PART 2 

20 DATA 169,161,141,210,126,096,-1 

Being an eagle eyed chap Waz has 
spotted an error in the recent Turrican II 
music Hating, line 10 should read: 

10 FOR 1-4096 TO 4236: READ AS 


defender of 
the crown 

(Mirrorsoft) 

An oldie but a goodie, Wa* p sen t * n 
this handy listing for the tape version 

casse^j^hb ' tU0n plonk the 

nroorim ti he tape deck and RUN 

The 9e me will now load with 

kninh? P ie ees, 80 

^avw« NDER 0F ™ E cr °wn 

2 FOR WA=304 TO 419- READ7 
C=C.Z: POKE WA.Z: Ntxf 

END >5024 THEN PRINT “ERROR!"; 

to P DA K TA S7,128:SYS304 

H DATA 245 ' 1 69 ' 032 - ^ t41 ' .225,003 

lfDAM t4t,226 ' D03,l69 ’ MlMl - 

13 DATA° 96 ’ 1 69 ' 24 °- 1 4 1 ■ 252 . 1 09 
Id n I?; 1 ??: 1 69 ’ 080 ' 141 -253, 1 09 

f 4 Q&TA 141,254,109.096 


KNIGHT TYME 
& STORMBRINGER 

( M A D) 

Thanks to Waz P, Magic Knight receives 
a very helpful hand In these two infinite 


LORDS OF 
MIDNIGHT 

(Megatape 21) 

Thanks goto Steven 
Shaw from West 
Yorkshire for these 
handy Lords Of Midnight 
tips on where to find the 
major characters. 

LUXOR THE 
MOONPRINCE 

This is the easiest 
character to find, mainiy 
because you start the 
game in his shoes! He can 
recruit most people but 
don't let either Luxor or 
Morkin die. IF you do it's 
end of game 

MORKIN 

He is Luxor's son and the 
only person who can find 
the ice crown As ! said 
before don't let him die. the 
fate of the Citadel of 
Xajoriaith rests in his and 
his father’s hands. 

CORLETH THE FEY 

Corleth can recruit most 
people, he Is best at 
recruiting Lords Of The 
Fey, He Is also a very good 
fighter. 

RORTHRON THE WISE 

The best person to use 
when recruiting, he can 
pull in the most unlikely 
recruits. Like Corleth he is 
also a very good fighter. 

LORD OF SHADOWS 

A Fey Lord, to recruit him. 
simply select Luxor. 
Corleth, Morkin or 
Rorthron, Face north, 
move north twice and kill 
the wolves (this doesn't 
always happen, keep trying 
till it does). Press 8 to face 
norm west and you should 
see a figure without a 
horse — this is your target. 
Move once and press 
choose and select, the 
Lord Of Shadows is now 
recruited. 

LORD blood 

A Lord Of The Free, 

Corleth is probably the 
best person to recrull him 
so send him east from his 
start position until it gets 
dark. When dawn breaks 
head northeast toward the 
nearest keep, which should 
be the Keep Of Blood, It's 
now simple to recruit the 
Lord Of Blood. 

LORD GARD 


He can be found at the 
Citadel Of Gard. to find this 
just look for the Mountains 
Of T orkren on the map 
supplied with ZZAPI Issue 
76. Now look for the Plains 
Of Silence, Found it? 

Good, now find the only 
nearby Citadel, this is 
where Lord Gard resides. 

LORD MARAKITH 

Another Free Lord who can 
be found at the Citadel Of 
Marakith. Look on the map 
again and find the Forest 
Of Shadows, when you 
reach them go east until 
you reach another forest. 
From here go north until 
you reach the Mountains 
Of Ithril, Go east from 
there, passing the Plains 
Of Marakith until you 
reach the Citadel Of 
Marakith (simple eh?). 

LORD XAJORKFTH 

Lord Xajorkith resides in 
one Of the most important 
Citadels of the whole 
game: Xajorkith. He can 
be found by going to the 
bottom of the map and 
then heading east. 

LORD GLOOM 

Go to the top of the map 
and head east to the 
Mountains Of Gloom, ilear 
here you will find the 
Citadel Of Gloom. 

LORD SHIMARIL 

From the starting point on 
the map head east 
sixteen times and south 
two Here Is the Citadel Of 
Shim aril. 

All the following Lords 
are at Citadels or Keeps. 

LORD KUMAR 
Can be found on the 
Plains Of ithril, 

LORD OF DAWN 

Can be found near the 
Mountains Of Dawn, close 
to the forest of Qregrim. 

LORD OF DREAMS 

Can be found In the 
Forest Of Dreams. 

LORD DREGRIM 

Can be found in the 
Forest Of Ore grim. 

THIMRATH THE FEY 
Can be found in a keep 
near to the Mountains Of 
Core by. 

LORD OF WHISPERS 


Can be found In the Forest 
Of Whispers. 

LORD LOTBLORIL 

Can be found in the Forest 
Of LothEorll. 

KORINELTHE FEY 

Can be found at the 
Village Of Kor, in the 
Forest Of Kor. 

LORD THRALL 

Can be found at the 
Village Of Thrall, in the 
Forest Of Thrall. 

lord brith 

Can be found at the Keep 
Of Brith. near to the 
Downs Of Brith. 

LORD R0RATH 

Can be found at the Keep 
Of Roralh, near to the 
Mountains Of Odrark. 

LORD TRORH 

Can be found at the Keep 
Of Trom, near the Forest 
Of Dregrim. 

LORD OF MORNING 

Can be found at the Keep 
Of Morning, near the 
Mountains Of Morning, 

LORD ATHORIL 

Can be found at the Keep 
Of Athoril, near the Downs 
Of Athoril. 

LORO MITHARG 

Can be found at the Keep 
Of Mitharg, near the 
Downs Of Mitharg and the 
Citadel Of Shimerfl. 

LORD HERATH 

Can be found at the Keep 
Of Herath, near the 
Mountains Of Ithril and 
the Mountains of Kumar 

THE UTAR6 OF UTARG 

Can be found at the Keep 
Of Utarg, on the Plains Of 
The Targ. 

FAWKRIN THE 
SKULKRIN 

Can be found at 
Moon hen ge on the Plains 
Of The Moon. 

LOGRJM THE WISE 

Same as Rorthron The 
Wise, can be found at the 
Tower Of Logrim, near the 
Plains Of Fadrath 

FARFLAME THE 

DRAGONLORD 
Can be found at the Ruin 
Of Coroth, in the 
Mountains Of Dodrak. 


energy listings. First up is Knight Tyme. 
Just type in the listing, insert the game tape 
into the cassette deck and RUN the proggy, 

1 REM KNIGHT TYME HAX BY WAZ 1991 

2 FOR WA=528 TO 568: READZ: C-C+Z: 
POKE WA,Z; NEXT 

3 IF C< >3604 THEN PRINT "ERROR*: 
END 

A POKE 157,128: SYS 528 

5 DATA 032,086,245. 1 69,032, 14 1 ,1 59,004 

6 DATA 1 69,035, 141 ,1 60,004, 169,002, 141 

7 DATA 161 ,004,096,238,032,208,169.049 
S DATA 141,059,009,169,002.141.060,089 

9 DATA 096,169.000,141 ,039.023,076,016 

1 0 DATA 008 

And now here is a Stormbringer listing, 
again type in the listing, lob the cassette 
into the deck and RUN the program. 

1 REM STORMBRINGER HAX BY WAZ 
1991 

2 FOR WA=528 TO 568: READZ: C=C+Z: 
POKE WA.2: NEXT 

3 IF C< >3900 THEN PRINT “ERROR": 
END 

4 POKE 157,128: SYS 528 

5 DATA 032,086,245. 169.032, 141 ,1 59,004 

6 DATA 169,035,141.160,004,169,002.141 

7 DATA 161,004,096,238,032,208.169,049 

8 DATA 141,059,009.169,002,141.060,009, 

9 DATA 096,1 69,000,1 41 ,1 3 1 ,027.076,016 

10 DATA 008 
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Level & — 
Level 11 _ 
Level 1 6 J 
Level 21 - 
Level 26 - 
Level 31 ■ 
Level 36 
Level 41 
Level 46 


MOON 

. disk 

. DUCK 

_ grim 
- tank 

__ GOLD 
_ COLD 
BANG 
_ MUFG 


(The Hit Squad) 

Here Is Waz’s listing Per infinite lives, 
time and grenades. Just type In the 
listing, insert the game cassette and RUN 
the prog. 

1 REM PREDATOR HACKS BY WAZ 91 

2 REM INFINITE TIME, GRENADES AND 
LIVES 

3 FOR WA=528 TO 581: RE ADZ: C=C+Z: 
POKE WA.Z: NEXT 

4 IF C< >4942 THEN PRINT ‘ERROR": 

END 

5 POKE 157,128: SYS 528 

6 DATA 169,029,141,040,003,169,002,141 

7 DATA 041 .003,032,086,245,169,01 1,141 
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MEGATAPE 

MADNESS 

DIMM RAIDER 

Thanks again go to War. 
For infinite lives and time 
type in this Ifshng and 
RUN it, then toad up the 
game, 

1 REM DREAM RAIDER 
HACKS BY WAZ 91 

2 FOR WA=6Q0 TO 628: 
READZ; C=C+Z: POKE 
WA.Z: NEXT 

3 IF C< >3460 THEN 
PRINT "DATA ERROR": 
END 

4 POKE 157,128: SYS 
600 

5 DATA 

032,086.245,169,104,141, 

253.002 

6 DATA 

169,002,141,254,002,076, 

224.002 

7 DATA 

169,173.141.251,076.169, 

165,141 

8 DATA 

099.077,076,013,008 
A guy from Aussie land 


calling himself Wonko The 
Sane (obviously a Douglas 
Adams fan) has sent in 
llhese handy Megatape 
POKES. i| only remains 
Tor me to say so tong 
and lhanks for all ihe 
fish 

DRACONUS 

Load the game, reset 
and type in 

POKE 10953,173 
POKE 9926,173 (Infinite 


PARALLAX 

The passwords are 


Level 1 
Level 2 
Level 3 
Level 4 
Level 5 


STACK 

JEWEL 

PARCH 

SALON 

globe 


FUK FLAK 

Here are the level codes, 
thanks to me old male (and 
fellow Front 242 fan) Waz 
P. 


POKE 5426,173 (infinite 
fire) 

ZYBEX 

Load Ihe game, reset 
and type in 

POKE 28660,32 
POKE 23661,144 
POKE 28662,127 
POKE 28663,32 
POKE 28664,155 
POKE 28665,127 
POKE 28666,76 
POKE 23667,3 
POKE 28668,120 
SYS 1634 


Level 1 
Level 5 
Level 9 
Level 13 
Level 1 7 
Level 21 
Level 25 
Level 29 


FIRST 
WELLY 
MOUSE 
FLUTE 
TROUT 
SLIME 
PLANK 
RABID 


BOUNCES 

Load the game and reset 
the C64. then type in; 

SYS 4104 then POKE 
4096,(8-10) (return). You 
can now play Ihe tunes 
lhanks to Waz P 


& DATA 206,001,169.034,141.207,001 ,096 

9 DATA 023, 001 ,026, 169,056, 141, 11 5, 192 

10 DATA 169.002.141,116,192,076.000,192 

11 DATA 169.165,141,093,016,141.016.028 

12 DATA 141,040.022,076,000,006 


THRUST 

(Firebird) 

Here is a short music listing, just load the 
game and reset it. Now type in: 

10 SYS 8225 
20 For A = 1 TO 9 
30 NEXT A 
40 GOTO 10 


DOUBLE 
DRAGON 2 

(Virgin) 

For infinite lives and time type in this 
Waz fisting, then plonk the cassette 
into the deck and RUN the program, 

1 REM DOUBLE DRAGON 2 HACK BY 
WAZ 91 

2 FOR WA-400 TO 431: READZ; 
C=C+Z; POKE WA.Z: NEXT 

3 IF C< >3439 THEN PRINT "ERROR': 
END 

4 POKE 157.128: SYS 400 

5 DATA 

032.086,245, 1 69,070, 141 ,096,003 

6 DATA 

169.165.141.097.003.169.001.141 

7 Data 

098.003.076.081 .003. 169.1 73. 1 4 1 

8 DATA 

202, 1 81 , 1 4 1 , 108. 1 85,076.000.068 


THE POWER 

1 (Demon ware) 


After the ten passwords 1 printed last 
month come the other 40 courtesy of 
Iwan Owen from Carnarvon, huge 
flapping b reeks ahoy. 

1 NO PASSWORD 

2 LEVEL 2 

4 COWBOY 

6 OOPSUP 

8 O140H7 

10 SOLONG 

1 2 RACKET 

14GRAZZY 

16 UNLINK 

18 EUROPE 

20 FREEZE 

22 M7MS49 

23 GALVAN 

24 KLOWWN 

26 INDIGO 

26 JINGLE 

27 JOGGER 

28 INSIDE 

29 SPLSPS 

30 KNIGHT 

31 HINSON 

32 NOBODY 

33 GOODIE 

34 OQZAYB 

35 ELTRIC 

36187293 

37 QROVUY 

38 DOUBLE 

39 ROLLER 

40 CLOSET 

4 1 SLOWLY 

42 BIZNEZ 

43 124816 

44 TARGET 

45 AMZING 

46 VODOOH 

47 Z97531 

48 WQODYS 

49 YZX3WS 

50 XUQZOXD 


NARC 

(Ocean) 

Here are a couple of reset cartridge 
pokes for the game that sounds like Mark 
but it isn't! Just load up the game and 
reset it, then type in the following for 
loads of infinite fun and frolicks around 
this Ocean corker! 

POKE 26088,0 (Infinite bullets) 

POKE 28112,1/3 

POKE 26279,173 (infinite credits) 
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f HE ULTIMATE 
MUSIC HACK 

Yes, Waz P has finally dona It, the 
biggest music listing of his short but 
distinguished career Hare are the 
Instructions for loading this musical 
masterpiece. 



1 . Type in the listing and save it to tape/disk 

2. Load the game of your choice and reset 
the C64 

3. Reload the saved listing 

4. Add the data line for your chosen game 

5. RUN the program 

6. Press 1-9 to hear the tuna; 

KB, on some games the screen will appear 
corrupted, don't worry as this is quite 
normal for a game that has been hacked to 
death by Waz, 


0 REM THE ULTIMATE MUSIC HACK BY 
WAZ 

1 REM TO BE USED ON LOADSA CG4 
GAMES 

2 FOR WA=4096 TO 4201: READZ: 
C=C+Z: POKE WAZ NEXT 

3 IF C< >12599 THEN PRINT "ERROR!": 
END 

4 FOR WA=4202 TO 4210: READZ: POKE 
WAZ NEXT 

5 READ M ,A.R,K: POKE 41 14,M: POKE 
4115.A: POKE 4134, R: POKE 4135,K: 
POKE 4169.M: POKE 4170.A 

6 RE AO W,X: POKE 411 1.W: POKE 
4166.W: POKE 4112.X 

7 PRINT CHR$(147); "PRESS 1-9 FOR 
TUNZ’ : SYS 4096 

1 0 DATA 

1 20, 169,01 6,14 1 ,021 .003, 1 69,003 

11 DATA 

141 .020.003, 1 69.053, 1 33,00 1 , 162 

1 2 DATA 

000.032.083,016,1 69.055, 133,00 1 

13 DATA 

169,075, 141 .1 8 1 ,220,088,076,030 

14 DATA 

01 6,1 69,053, 133,001 ,032.083,01 6 

1 5 DATA 

1 69.055.1 33.001 .160.000. 185.086 

16 DATA 

01 6.1 41 .000. 220.1 73.001 .220.21 7 

1 7 DATA 

097,01 6.208,019,165.1 06,01 6,141 

1 8 DATA 

071 ,016, 169.053, 1 33,001 ,1 62,008 

19 DATA 

032,083.016,169.055, 1 33,001 ,200 

20 DATA 

1 92,009.208,21 8,076,1 26,234.096 

21 DATA 

127,1 27,253.253,251 .251 ,247,247 

22 DATA 

239,254,247.254.247,254,247.254 

23 DATA 247,254 


MM LINES PART I 

Due to limited space (and my knackered 
typing fingers) the data lines for the 
Ultimate Hack will be printed in two parts, 
so here is part one . 

GERRY THE GERM (Firebird) 

fOO DATA 

0.1 Z, 3,4,5,6,5,4,0,224.1 8,224, 169,0 

COWMAN OO (Elite) 

1Q0 DATA 







Thanks to the ever helpful Rachel Farrow at Tlerte* for these useiul 
(if a little late) Stridar II maps. 

level I Level 3 








i 



0,1 ,2,0,1 ,2,0,1 ,2,0,80,18.80,169,0 

STAR PAWS (Software Projects) 

1 00 DATA 

0,1 .2,0, 1 ,2,0,1 ,2,1 93, 188,9, 1 76, 169,0 

DELTA ! Thalamus) 

100 DATA 

0.1,2,3,4,9,10,11,12,37,195,228.139,169,1 

2 

DRAGON'S LAIR II {Software Projects) 

100 DATA 

7,8, 9, 7, 8,9.7, 8,9, 15, 1 92,21 , 192, 169,7 

ACE II (Cascade) 

1 00 DATA 

0,0,0,0,0,0,0,0,0,83,16,63,224,169.0 

CRAZY COMETS (Mastertronic) 

100 DATA 

0.1.0,1.0,1,0,1,0,0,80,12,80,169,0 

MONTY ON THE RUN {Gremlin) 

1 00 DATA 

0, 1 ,2,0,1 ,2.0,1 ,2.84.149.1 8,1 28,169,0 

FI SIMULATOR I Mastertronic) 

100 DATA 

0,0 ,0, 0.0,0, 0,0,0 t 0,1 92.1 7,1 92,169,0 

NEMESIS THE WARLOCK (Martech) 

100 DATA 

0,0,0.0,0.0,0,0,0,9,224, 1 5,224, 1 69,0 

RASPUTIN (Firebird) 

100 DATA 

0.1 ,0, 1 , 0,1 ,0,1 ,0,0, 192,32,1 92,1 69.0 

BUMP SET SPIKE (Mastertronic) 

1 00 DATA 0.1 .0,1 ,0.1 .0, 1 ,0.0,52,6,52, 169,0 

ARCADE CLASSICS (Firebird) 

100 DATA 

0.0,0,0.0.0,0.0,0,9,48, 15,48,1 69,0 

ONE MAN AND HIS DROID 
(Mastertronic) 

1 00 DATA 

0,0,0, 0.O.O.O.O.O.0, 176,21 .1 76.1 69,0 

KENTILLA (Mastertronic) 

100 DATA 

0,0, 0,0,0, 0,0,0, 0,0, 1 71 ,6, 171 .1 69,0 


GAPLUS (Loader) (Mastertronic) 

100 DATA 

0,1 ,2,3,0, 1 ,2.3,2, 1 .1 3.228, 19,228, 169,0 

WAR (Martech) 

1 00 DATA 

0,1 .2,3,4,5,6,7,0,48.228.54.226, 169,0 

I BALL (Firebird) 

100 DATA 

0,0,0,0,0,0,0,0,0,31 ,229,9,224, 169,0 

IK+ (System 3) 

100 DATA 

0,0,0,0,0,0.0,0.0,9,224.1 5,224, 1 69,0 

INTERNATIONAL KARATE (System 3) 

1 00 DATA 

Q,0,0 P Q 1 0,0.0 1 0,0 P 0,1 74, 12, 1 74, 169.0 
THING ON A SPRING (Gremlin) 

100 DATA 

0,0,0.0,0,0,0,0,0 1 0 1 192,1 8. 192.1 69,0 

AUF WIEDERSEHEN MONTY (Gremlin) 

1 00 DATA 

0,1,2,3,3,9,10,11,12,9,228,15,228,169,5 

LIGHTFORCE (FTL) 

1 00 DATA 

0, 0,0,0, 0,0,0, 0,0,1 85.240,191 ,240,1 69,0 

THUNDERCATS (Elite) 

100 DATA 

0.0,0, 0.0,0, 0,0,0, 12,237.1 8,237,1 69,0 

SIGMA 7 (Durrell) 

100 DATA 

0,0.0,0,0,0,0, 0,0,1 3.1 26, 19, 1 28, 169.0 

TARZAN (Martech) 

100 DATA 

0,1 ,2,3,7,8,9.1 0.1 1 ,3,224, 12,224,169.6 

SHOCKWAY RIDER (FTL) 

TOO DATA 

0,0,0,0,0.0,0,0,0,60.242,9,237,169,0 

RICOCHET (Firebird) 

100 DATA 

0, 0,0,0, 0, 0,0,0, 0,9,1 44, 15,1 44, 169,0 
UN SQUADRON (US Gold) 

100 DATA 1,2,3,1.2,3,1,2,3,192,32, 



0,1 ,2,3,0, 1 ,2,3,0, 1 ,0, 176, 1 1 7,1 80, 162,0 

SPORE (Bulldog) 

100 DATA 

0.1 ,0, 1 ,0. 1 ,0,1 ,2,0,232,50,233, 169,0 

OESTRDCTO (Bulldog) 

100 DATA 

0,1.2,0,1,2,0,1,2.0,46,70,49,169,0 

WIZARD WARZ (US Gold) 

100 DATA 

0,1 ,2,0, 1 ,2.0,1 ,2.0, 192,3,192, 1 69.0 

PACLAND (Grandstam) 

100 DATA 

0,1 ,2.3,4,5,6,7,6,20,1 76, 105, 1 76. 1 69,2 


Peter De Bie from Tulip Land is the 
sender of this well trendy music listing, 
the battle is still on between him and 
Waz P for the title of Mr Music 1991. But 
on with the listing. 

INSTRUCTIONS FOR USE 

1. Type in the listing and save It to tape/disk 
for further use. 

2. Load up the game of your choice and 
reset the C64 (sorry folks but it's another 
reset cartridge listing). 

3. Load the saved Jolly Jon Dunn listing 
and add the DATA line for the game you 
have loaded. 

4. RUM the listing and the tune will play, 


level 5 


5 REM *" THE JOLLY JON DUNN MUSIC 
PLAYER *** 

6 REM *“ BY PETER DE BiE FOR ZZAP! 
64*** 

10 FOR X=4096 TO 4192: READ Y: 

2=2+ Y: POKE X,Y NEXT X 

1 1 IF Z < >10300 THEN PRINT "OOPS!": 
END 

12 READ 01,02,03, LI ,11 ,12,P1,P2 

13 POKE 41 21. Dl: POKE 4122,02: POKE 
4123.D3 

14 POKE4124.L1: POKE 4127,11: POKE 
4128,12 

15 POKE 4159.P1 : POKE 4160, P2 

16 SYS 4096 

20 DATA 

1 20. 1 69.53. 133. 1 .1 69.0. 141 . 14.220. 169.1 2 
7.141,26,208,169,37, 141,254,255 

21 DATA 

1 69. 1 6.141 .255.255.44.0. 0.162.0.32.0.0.80 
,76,78,16,141,0,15,142.1 


6.26.169.1 

ELIMINATOR 

(Hews on) 

1 00 DATA 

0,8,16,24,0.8,16,24.24, * 

75.160.173.160.162.0 

ENDURO RACER 
(Activision) 

1 00 DATA 

0,1,2,0.1.2,0,1,2,0,240, 

58.241.169.0 I 

POLTERGEIST (Code 
Masters) 

1 00 DATA gv 

0.1,2.0.1,2,0.1.2.0.192, 1 

57.193.169.0 

SUPER STUNTMAN 

{Code Masters) 

100 DATA 

0,0,0,0,0,0,0,0.0.0,224. | 

40.225.169.0 

DIZZY (Code Masters) I 1 

1 00 DATA 

0,1,2,0.1,2,0.1,2,1,242, 

74.243.169.0 Hl 1 

NORTHSTAR "" 

(Gremlin) 

100 DATA 

0,1 .2,0,1 ,2,0.1 ,2,0,240.3.240, 1 69,0 

720° (US Gold) 

1 00 DATA 

0,1,0, 1 ,0, 1 ,0. 1 ,0,0,1 92,3.1 92, 169,0 

RED MAX (Code Masters) 

1 .2.3. 1 .2.3.1 ;2T3, 0.224, 161 .224,1 69, 1 

DICK TRACY (Titus) 

1 00 DATA 

0,1,2,3,4.5,6,7,8,3,224,0,224,169,0 

JACK THE NIPPER 2 (Gremlin) 

1 00 DATA 


22 DATA 

140,2,1 5,206,25,208, 1 69.51 ,141 , 1 8,208, 16 
9.27,141,17,208,238,32 ,208,32 

23 DATA 

0.0.206 ,32, 208,1 73.0, 15, 174, 1 .1 5,1 72,2, 15 
,64,169,127.173.0, 220,173,1 

24 DATA 

220,20 1 , 1 27,208.244, 169,55, 1 33.1 ,76,226, 
252 


0,24,6,3, 1 ,5,0, 14,0,224.3,224, 169,0 

BEYOND THE ICE PALACE (Elite) 

1 00 DATA 

0, 1 ,0,1 .0, 1 ,0.1 ,0, 14, 177 ,78, 1 78, 1 69,0 

PANTHER (Mastertronic) 

1 00 DATA 

0.0,0,0.0,0,0,0,0,0,144,81,145,169,0 

WIZARDS PET (Mastertronic) 

1 00 DATA 

0,1 ,0,1 ,0, 1 ,0,1 ,0,56, 163, 1 05,1 64, 169,0 

ROLLERBOARD (Capital) 

100 DATA 


Here are fft« DATA Itnm * 

ARKANOID 2: REVENGE OF DOH 

100 DATA 32,222. 1 39, 160, 1 5, 141 ,2 19, 142 
(X = 0.10,20,30,40,50} 

BASKET MASTER 

100 DATA 32,222,49,160,15.51,149,52 (X 

= 0 , 10 ) 

DALEY THOMPSON’S OLYMPIC 
CHALLENGE 
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100 DATA 44,0.0,162,0,224,106,224 (X 
= 0 TO 6) 

DRAGON NINJA 

100 DATA 44,0.0,162,1 18,224, 72,225 (X 
= 0,6,12,18) 

GUERILLA WAR 

100 DATA 44,0,0.162,0,180,107,180 (X 
= 0 TO 3) 

MATCH DAY II 

100 DATA 44,0,0,169,28,196.1,192 (X = 
1 TO 2) 

NEW ZEALAND STORY 

100 DATA 

44.0. 0.162.162.99.110.249.110 (X = 
0.6,12,18.24,30,36) 

OPERATION WOLF 

100 DATA 44,0,0, 1 62, 1 82 ,235.33,236 {X 
= 0 TO 4) 

PLATOON LEVEL 1 

100 DATA 

32.222.224.160.15.226.149.227 (X * 
0,10,20) 

PLATOON LEVELS 2 & 3 

1 00 DATA 

32.222.224.160.34.226.168.227 (X = 

0 , 10 . 20 ) 

RAMBO III LEVEL 1 

100 DATA 44,0,0,162,0.224,224.224 (X 
= 0 TO 3) 

RAMBO III LEVELS 2 & 3 

100 DATA 44,0.0,162,0.224,224.224 (X 

= 0 . 6 . 12 ) 

RED HEAT 

100 DATA 44.0,0,162,210.238,104.239 
(X = 0,6.12,18) 

RENEGADE III (ALL LEVELS HAVE 
THE SAME DATA LINE) 

100 DATA 44,0,0,162,210,149,91.150 (X 
= 0,6.12,18,24,30,36) 

ROBOCOP 

100 DATA 44,0,0,162,128.36,79,37 (X = 
0,6,12,18,24) 

ROBOCOP II 

100 DATA 44,0,0,162,140,155,131.156 
(X = 0.6.12,18.24,30.36.42,48) 

RUN THE GAUNTLET 

100 DATA 

32.157.152.162.0. 144.237.144 (X = 0.6) 

RUN THE GAUNTLET: WATER 
SECTION 

100 DATA 44,0.0,162,60,105,208,105 (X 

_ Q 0 

RUN THE GAUNTLET: HILL SECTION 

100 DATA 44,0,0,162,178.140.70,141 (X 

= 0 , 6 ) 

RUN THE GAUNTLET: LAND SECTION 

100 DATA 44,0.0,162,213.93.105,94 (X 

= 0,6) 

SUBTERRANEA 

100 DATA 44,0.0,169,21,232,1,228 (X = 

1 TO 2) 

TOTAL RECALL 

100 DATA 44,0,0,162,160,224.126,225 
(X ^0,6.12,18,24.30,36,42,48) 

TYPHOON 

100 DATA 44,0,0,162,0,224,113,224 (X 
= 0 TO 4) 

THE UNTOUCHABLES 

100 DATA 44,0,0,162,1 1,44.159.44 (X = 
0,6,12,18,24.30,36.42,48) 

VINDICATOR LEVEL 1 

100 DATA 44,0,0.162,210,41,69.42 (X = 

OTO 3) 

VINDICATOR LEVEL 2 

100 DATA 

32,18.190.162,167,174.150.175 (X - 0 
TO 4) 

VINDICATOR LEVEL 3 


1 00 DATA 

32,1 16.168,162, 77.173, 225,173 (X = 0 
TO 4) 

WEC LE MANS TITLE 

100 DATA 44.0,0,162,52,225,3,226 (X = 
0 ) 

WEC LE MANS END 

100 DATA 44,0,0,162,145,129.93,130 (X 
= 0 ) 

SPY VS SPY 

(Megatape 22) 

Definitely a game for sly, shady 
characters (perhaps that's why arty- 
farty Markie's so good at it!) the 
classic MAD duel appears on this 
month’s Megatape, Here’s all the dirty 
tricks any sneaky spy should know, 

1. THE START, In what has to be a 
prelty savage game your first act should 
be to slaughter your opponent — 
vicious, eh? Well, against the computer 
this is definitely the only way to win. 

Once he has been killed, rig up traps 
on the exit doors from the starting room, 


Collect any items, then rig up the doors, 
When your opponent reappears and 
tries to get out, a trap will get him. Then 
do il again. 

If you can, do it on the first door then 
on all the others that you pass through. 
This way a complete line of doors from 
the starting room will be inaccessible to 
your opponent unless he fancies dying 
several times! During this you must try 
not to run into your own traps or else it’ll 
be you going back to the beginning! 

The initial cold-blooded murder is 
easier than you think. On a low IQ 
computer opponent, bash him with the 
club. Otherwise try to catch him with a 
trap as soon as you can. 

2, THE TIME BOMB. A great way to 
beat the computer on any level. You 
may have found that sometimes the 
computer's spy will try to get through a 
door that you are blocking from the other 
side. As long as you do not move, it will 
struggle without success to get through 

T his is the ideal time to use the time 
bomb. Get the time bomb ticking away. 
Count to 10 or 15 then run for another 



level 2 







door. Try to gel the computer's spy to 
chase you. (By the way, this doesn't 
work in rooms where the only exit is the 
one you're blocking, unless you manage 
to dodge the computer’s spy and get 
through it again.) 

Block this door in the same way that 
you blocked the others. If all has gone 
well the computer s spy will be struggling 
to get through the door you are blocking. 
And he will be in the 'lime-bombed' 
room, it shouidn t be too long before he 
turns into an angel and flutters away. It 
helps to know how long the fuse on a 
time bomb lasts. Play ‘suicides' by using 
it on yourself, and get to know the time 
needed to escape. 

The time-bomb can be used after your 
opponent has been killed in the start 
room.. Again knowledge of the fuse helps 
a great deal. Timed right the bomb will 
blow up just as your opponent 
reappears! 


win. Find a room where there's an item collection, booby-trap the doors again, 
to be collected. Now booby-trap every ready for when the other spy comes 
door with buckets of water and/or guns looking again! 
and strings. 

T ry to use traps for which the 4. THE STING. In a game where foul 

remedies are not around. For example, if play wins the day — good catchphrase, 

using the gun on a string make sure that that! — it should only be natural that the 

the scissor cabinet isn't easily surest way to win Is the most sneaky, 

discovered — not in the adjacent rooms. dirty trick yet 

To be exceptionally sneaky You must have found the room with 

concentrate on one particular door trap the airport door in it for this to work. To 

— best is the water bucket as it is easily win just booby-trap yourself in. Use the 

set up. Whenever you come to an tips as given earlier and you should win 

umbrella stand where the only remedy every time. The computer spy will come 

for the water bucket is to be found, into this room only when he has ail the 

booby-trap it. This way a wily computer items in the briefcase. When he gets 

spy gets blown up whilst trying to find there your door traps will nail him and 

the remedy! All other remedy cabinets you just go into the room where he 

can be booby-trapped too. ceased to be, collect the items he has 

The whole thing works when the left and depart through the airport door, 

computer's spy comes looking for the 

item that you have In the booby-trapped 5. THE SUICIDE. Can be useful, 
room. The moment he tries to enter — honestly! When you can see that the 

dead! You can then go into the room computer spy has found the correct 

where he was and collect the items he remedy to open the door to the room 

left behind. Transfer them into your room which you are locked in you should drop 

— and if you still don’t have a complete the lime bomb so that it goes off when 


Z. THE BARRICADE. Another sure-fire 
way to win is really sneaky, but In this 
game you need to play really dirty to 




(Ocean) 

Heyl He's dark, man! yes? Well perhaps not then, but 
here's a veritable plethora of Darkman goodies for you 
sent in by Martyn Von Dykes from Buitenes in Holland 
to help you get poor old Peyton Weltlake to the end of 
his trying ordeals! Pity he looks like an overcooked 
pizza isn't it 'cause Fatty Phil has started dribbling 
with hunger at the sight of him. Poor boy! He's only 
just finished polishing Off 4 large portions of faggots, 
chips and peasT He must be starving! 

Level 1, Not that easy level, you have to jump over dogs 
and ninja-stars, duck for bullets and ninja-stars and beat 
up some ninjas and strong build men. 

In this order; 2 men (beat them up), dog (jump), ninja- 
stars (jump and duck), 2 men, dog, 2 men (1 is shooting, 
so duck), ninja-stars, 1 ’ninja and 1 man, dog, 2 men (1 
shooting), ninja-stars, 2 ninjas, 

Level 4 


After you have beaten up the last two ninjas, you have 
completed level 1!! 

Level 2. See map. 


Level 3. Just keepoo running to the 
right, don't stand too still long, keep 
jumping, but watch very carefully 
where you jump! Not a very hard 
level. 

Level 4. Just check out the map! 

Level 5. Also not a very hard level, 
just try to avoid the cars, trucks and 
explosives by going to the right or to 
fhe left 

Level 6. Yep! Look at the map! 

Level 6 
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he comes In — you'll both go up together 
but at least ha hasn't won, 

6. THE SEQUENCE. This is essential 

when the computer's IQ Is 3 or above At 
this level It usually finds the remedy to 
every trap, and In hand-to-hand combat it 
Is very tough. It Is possible to confuse even 
a high IQ computer spy though by using 
the line of traps as mentioned earlier. This 
time, though, using first the water bucket 
then the gun on a string and so on. The 
computer can naturally remedy most traps 
but this will confuse it for sure — just using 
the gun trap takes longer. 

7. THE CACHE. This final tip is simply a 
way of beating a human player, although 
the computer will fall for it just as often. 

First you must find a room in which there is 
only one item of furniture, use this to store 
your finds. 

When you hide an Item In it, booby-trap 
the single piece of furniture. Whenever you 
find another item just enter the mom and 
press fire ~ it will automatically go behind 
the single piece of furniture. 

Alternatively select a certain type of 
furniture to use as a hiding place — say 
televisions. Always use a trap on it that can 
be remedied — if using a spring make sure 
that the wirecutters are available. Not too 
available though — you don't want your 
opponent plundering your secret 
hideaways. 

When you have ail the items safely 
hidden, dispose of your opponent and then 
collect all the items and make a runner for 

It. 

As I've said, the only way to beat Spy Vs 
Spy is to play really really dirty! So don't 
forget to wash afterwards so It's out with 
the carbolic and a damn good scrub for 
later! 


So that's It for this month 
folks, and a real struggle it has 
been to pull stuff together. At 
the time of writing it v s about 
three quarters of the way 
through the school holidays, 
lead sa work I thought. Last 
minute panic more like. I've 
boon running around the office 
like a headless chicken (not a 
pretty sight, especially when 
everyone in the Zsap! office 
starts slipping around on my 
guts!). 

I hope next month will be an 
Improvement, If any of you 
have any maps, hints or cheats 
to send in, especially on 
Rodland, T2 or Hudson Hawk I 
would be eternally grateful. 
Again (due to the lack of 
material) no one wins the 
thirty quid prise, so it stays in 
my pocket to burn an even 
greater hole as Ludlow's tuck 
shop is crammed with tasty 
goodies! Send oil your work to 
Newsfield, It's Corky, ZZAP!, 
Ludlow, Shropshire SYS 1JW. 
Until next month, remember 
that there is no fate bar the 

one we make for ourselves, 
fee???* _ Ed!) 


If still 

y»ur hi- ad front last 
month's Masterblastcr 
quiz, then I should jeo 
the ait nurse! Seriously 

thoutjhi it was a hit 
tricky — it was even 
tougher before we 
periuaded Robin to 
ninke it sliqhtiy easier! 
Here are those magic 
answers. 


Af THE NAME GAME 

A^ard yourself 1 point for 
each of your maximum flvfe 
lilies, except where stated. 

Chns. Buiie* — Space Ham'flf. 
(Ghosts ' N 1 Goblins, Turbo 
Charge, Gl mrdten, Commando, 
HyperCtrcuii Nipfe Spifti, Z, 
ThiExferbi&d&i 720 , 'Points r Drift, 
2 JflffMInler — SaFa/px, 
pRavs^ft Of Tha Mutant Camois. 
A ttack Of The Mutant Ca-mete. 
Revenge 2, Ancipital, fridis 
Alpha, Gndiunnet Sheep in 
Space, Mama Llama, Hower 
Bovver, P&yohedeHa, i aserzone 
Matrix, Heft Gale, Metagalactlc 
Llamas Bottle At The Edge Of 
Time. 

3. John Meegart — Slap fig fit, 
Navy SEALS, RobvCop, The 
Untouchables, Total Recall. 
Opmatkm Thunderbolt (2 pis) 

A Sensible Software — Wizbatl, 
International 3D Tennis, I'nsods 
In Space, Oh Not , GafoxH-hirds. 
SEUCh, Tester — Mother of 
Charlotte (2 pts), Karelia* , 
MkciaProse Soccer 
5 Andrew Braybroek/Gfaftgokl 
R&inboft Islands, Head Tim 
Brill, Uridium. Alfoykat, 
Mutpbeus, Nan Iron Mari 
Steiyarfs Super Off Road Racer, 
PamdrqftS, Gnbbly's Day Out, 
Gnbblys Special Day Ouf, 
.Heavy Motel Paractmid. 

BJ WE ARE DETECTIVES 

Award yourself 2 points for 
each correct a-qswGr- 

1. Wizbafi 

2 Quake M\nu$ Qtt& 

3. Bombuzal 

4 Allan Syndrvrm 

5 Gribhfy's Day Ouf 

6. Tfrunctercats 

7. S trider 

fl Gi ean Beret 
9 turbo OwF Run 
10. Wavy SEALs 

Cf CONNECT 4 

Give yourself a pet on the 
back and 5 points for each 
correct answer, 

1 they all had extre 


' 


dflla/expansron 5 Tensed 
Fnr (hum 

2 I hey all spawned highly 
SLtccessfu! sequels 

3 riioy wero h\\ written hy John 
Twiddy. 

They were all Gold Medabs! 

5. They're all based in 
Manchester. 

ti Sequels WHfe planned but 
IheyVe never appeared 
f I I'tjy were all April Foots* 

8. Games we never reviewed for 
some odd reason 

9. They're stiil going bull hey re 
not writing games anymore 

1 0. The faces of the actors from 
each film were copynghsed to the 
Film only and couldn't he used in 
the games. 

Dt ODD ONE OUT 

i Puzzm e — 0 points few 
spoiling that all the others are 
Capcom coifM3j» but 5 points for 
spotting lhat the others had 
music done py ine Folllns 

2. Stunt Car Racer — 5 points if 
you knew that ail alhers wore 
released first on the BSC 

3. Hacker — - AH the others he/ve 
1&-bil cully sequels — give 
yourself 1 0 points for being a 
dev#/ dick! 

A. Ekte D points for spotting' it 
begins with E! But 5 points go for 
an 'All the others are mulWoad! 1 
answer,, 

5 6 pcmls for one of tNs 

Following answers 

Gatejry Force — Al I (he Gibers 

are set on Earth 

Sonic Boom — All the others 

used 3-0 and had hydraulic 

systems in the eoErvops 

fj THE GOOD, THE BAD 
AND THE COMPUTED 
GAME 

The Good Guy a. 1 T he B ad 
Guys/Thc Game 
3 points for each correct 
mate hup of all 3 names. 0 
points for 2 OLit of 3 name 
matchups! 

H awfoa x ^/Acama n lor/D ntid 
Roy Adams and Handy 
Jarre s/Espencsa/Operefior? 
Thunderbolt 

Wiz and NiftafZarkJWizbalt 
Caplain Ivan DankoAfiktor 
Rostavilli/Red Heat 
Jaysan and rtalra/The 
Eg ronsiSf arglidet 
Caplain of the Joaly Rogar/Tfre 
Manchii^pace Rogue 
Luxor Iho MoonprirceiSharelh 
the Heartstea^er/Doomdartf’s 


r — 

l#V 


L 


Revenge 

Johnny Jimhu Sisby' 
McGIHHts/Tlw Mad 
Leaded tnTittmtof 

1 HinqiThc Evil foy GotHUn/ Thifff 
On A Spung 

JR Strykur/Thu 0u-iQQ>t\! Bunch 
Head If 

FJ THE WOAD 

2 points for each right answer, 

1 Black 

2, Shadow 

3, Super 
A l Ninja 
5 Fire 

Of JUMBLE SALE 

5 points per answer! 

t. Ivan ’iron Man Sle wad's 
Super Off Road Racer 
2 . Morpheus 

3 Operation Wbtf 

4 A Vie w To A Kill 
$ Spy Hunter 

6. Shaftowfire 
7 The Great Gwna Sisters 
B. UnderwurlOe 

9. Impo&sibtB Mission 

10. Space Harrier 

Hf TOP RATINGS 

A healthy 5 points for each 
one right. 

1 .. World Games 

2. Paraded 

3. Frankie Goes I o Hollywood 
(98.5%) 

4. Th § Sentinel 

5. Elite (95%) 

SO MOW DIO YOU 
SCORE T 

0-10 points — No, (fus i^i i'I Pig 
Farmer’s Weekly! 

11-40 points — WeJt, you've got 
a Gon^modore Commodore PET 

chat ter 

41 -99 points ZZAF! Teaboy. 
100-1 $9 points* — or two 
slip-ups in your knowledge ge( 
soma Back Issues From Iht? 
Zziiperstore now! 

160-169 points — Greet rill- 

rounder. your mum wouid be 
U r OUd of you, {It you COyld pvd f 
puli yTjurseT away from the meq 
To tell hart} 

200-241 points Ekonn lo 
ShmupP 

242 points exaclly — An 

incredible achievement!!! Top 
Marks"!! Ever thought about 
working for ZZAP 1 ???? 

243 points or more — Type in 
this Ullle program and RUN it: 

10 PRINT "YOU CHEAT!” 

20 GOTO IQ 




$TQl€ ROSES 


MADONNA 


CHE5NEV 


NKOTB (JOEY) 


NKOTB (JORDAN) 


NKOTB (TOUR) 


(PRICE AS LISTED) 

■ ■■■■ ■■ -■■■—? 


M1SC DETAILS 


NKOTB JIGSAW 


PCI SI ON 


SEX PISTOLS 


SPRINGSTEEN 


TINA TURNER 


WHITSNAKE 


CALENDAR DETAILS 


PRICE 


PRICE 


CALENDAR DETAILS 


JASON DONOVAN 


KEVIN COSTNER 


THE DOORS 


TOM CRUISE 


GUNS 'N' ROSES 


JAMES DEAN 


MC HAMMER 


MIC HEAL I FOX 


MICHAEL JACKSON 


MEL GIBSON 


DAVID HASSELHOFf 


MAIL ORDER MADNESS 


HOGAN 


MARILYN MONROE 


MICKEY ftOURKE 


SHWAftZNEGGEfl 


PATRICK SWAZYE 


BLUES BROTHERS 


TERMINATOR Z 


GHOST 


AC/DC 


BEATLES 


BON jOVI 


DAVID BOWIE 


THE CURE 


DEF LEPPARD 


DIRE STRAIGHTS 


MADONNA 


METAL LADIES 


GEORGE MICHAEL 




NAUGHTY GIRLS 


t-shirt detajls 


QTY 


PRICE 


T-SHIRT DETAILS 


JAMES DEAN 


GUNS 'M 1 ROSES 


A-HA 


HULK HOGAN 


INSPiRAl CARPI RTS 


BON JOVI 


JAMES 


AC/DC 


WHITESNAKE 


MC HAMMER 


SISTERS OF MERCY 


PRINCE 


INKS 


WET, WIT, WET 


SIMPLE MINDS 


NKOTB 

T^ 


GIANT POSTER BOOK £6.99 


POSTER DETAILS 


PFUCE 


TOM CRUISE 


OTHER IT£IV 


BROS 


GUNS -N' ROSES 


NKOTB CAP 


MADONNA 


IOKE PACK 


6. SO 


NKOTB 


POP MAG PACK 


I ENCLOSE A CHEQUE/PO FOR £ 
NAME 


DEPT 

2Z1 


ADDRESS. 


POSTCODE 


MAKE PAYABLE & SEND TO: MEGA MAIL ORDER, 
SANDYLANDS HOUSE, MORECAMBE, LANCASHIRE, LA3 IDG 


STRATEGY 

DEATH KNIGHT OF KRYNN: Nc.' the Lad erf the Dfltih Knight*. $c*h NmnI, s 
preparing to tweak harvoc m an eruption at evd such 05 Krym hns, never vyttaessed! As 
members of the special Solan™ Order of (he Champion^ <rf Ki^nn. you and you paly 
stand as the only force capable of Soth's deadfy chsien^a. New monsters, 

new spells and enchanoed combat Fantasy 1 njiei^Tng beyond anything you've ever 
tixperonoBct CG4 disk £24.95. 

WASTELAND: fTs 2007 World War III has -Dome and gone, As a Desert Ranger 
youVe vowed to help rebuild twTanrty,..biiJl first you ha^e suvtve Surprising subptate 
twist and turn to a fire* oonftct against mankinds greatest threat From the creators d 
The Ba«f s Tale series. C64 disk El 6 95 

MICRO LEAGUE FOOTBALL: You get the placers - 2D p 10 FoobaN rosffm featuring, 
your real - Irfe gndiron heroes. You oocrfrol the teams - both Offense & defence - and al 
the- acton, based on the actual season state and performances from the real players 
and teams You wm or lose based, on you coaching strategy Thfi s no boring arcade 
- style game. MLF' is chunking man's focftali 
G04 disk £24 .95 

NAM: is the tactical w^game that teste your ab*$y to ajmrnand ri cftplbnging nui- 
hie scenarios A variety erf units, including APCfi machine guns. mortars, arliftery, 
rwitullids. ntos. tanks and helcDpters Thres levels erf dtoJty. S« different scenenos 
invoking U.S., South Korean, ARVN, NLA and NVA fortes, NAM E a lacteal strategy 
wargame of U.S. and al ed forces in VIETNAM 
CS4dsK E12.95 

CLUE BOOKS: at £7.95 each BARDS TALE I. U OR III, SUCK RODGERS, 
CHAMPIONS OF KRYNN. CHAOS STRIKES BACK. CURSE OF AZURE BONDS. 
DEATH KNIGHT OF KRYNN, DRAGON WARS, DUNGEON MASTER. ELITE. 
ELVIRA, EYE OF THE BEHOLDER, MANIAC MANSION. MIGHT & MAGIC I, 
MIGHT & MAGIC II, NEURQMANCER, FOOL OF RADIANCE, STARFLIGHT, 
WASTELAND OR ZAK MdKRACKEN, INDIANA JONES ADV., SECRET OF SILVER 
BLADES , SECRET OF MONKEY ISLAND 
£fl.95 each. ULTIMA % IV, V or VL 

Mad ontter only Ptease allow 28 tfeys for drtrtfy please mate? i^ques payable 10 
C1NTRONICS LTD Freepusl & pedung tfNn Ihe UK. Europe add £2 per item. 

CINTRQNICS LTD, 16 Connaught Street London W2 2AG. 



Software Hire Club 
Send S.A.E for details to, 
C* STATHAM 
3, Briar bank Ave 
Nottingham 
NG3 6JU 

Tel: 0602 581635 

We condemn software piracy. 


AT LAST 

COMMODORE 1 /C SPARES 

AT DISCOUNT PRICES 
FOR C64, Cl 6, +4, Cl 28 AND AMIGA 


CIA 

6626 

13.49 

ROM 

901227-03 

9.49 

MPU 

6510 

10,49 

ROM 

901225-01 

8 49 

PLA 

906114-01 

10.49 

SOUND 

6501 

17.99 

ROM 

901226-01 

13.49 

RAM 

4164 

3.49 


C64 USER PORT RE SET SWITCHES C5.W 
MICRO MATE REPAIRABLE C64 POWER SUPPLY WITS. SUPERB QUALITY 
WERE £29 91? NOW £24.99 
CM.C 16, +4, SERVICE MANUALS £19 TO 

All pricej intfacfa po*t £■ peeking, handling flnd VAT bend y&ur faulty computer and P S U far 
Mlimofa and r«po<r from E9.99 t porh *■ co-'tnda* + VAT 

SEND t: HEQL tyP.O, AOCES^TSA r ARDS WELCOME 

ELECTRONIC SERVICES 

L76 VICTORIA KOAD WEST, CLEVEI.EYS, DIJLCKPOOL FYfi 3NE 

TEL: (02531 822708 
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Palace, £10.99 
cassette, £ 1 5.99 
disk 

Phil King swaps his 
football for coloured 
files and geos flipping 
mad I 

Mp| his must be one of the simplest 

games to learn how to play, and yet 
it's fiendishly puzzling. On each 
single-screen level you're presented with a 




SPECIAL 

FEATURES 

Undo 

This takes back up la five 
moves and comes in 
useful for rectifying mis- 
takes 

Avalanche 

The avalanche causes 
liies to fall down if there's 
a blank space below them. 
Its often available on early 
levels,, where It can be 
used lo great effeci First 
make □ few swaps at the 
base of the play area to 
create some holes, then 
select the avalanche to 
destroy the majority of the 
tiles. This works 
particularly well with a low 
number of colours, and 
saves a lot of swapping 
with small squares In fact, 
with two-colour small 
squares you can use this 
technique to clear the 
whole screen in a mere 
three moves! 
Supplementary Tiles 
These come in handy to 
eliminate any odd tiles left 
at the end of a level. Just 
move the cursor over the 
tile you wan! and it s lifted 
up for you to position 
anywhere on the play area. 
Credits 

On later levels things are 
made much more difficult 


by the addition of a credits 
system Every swap costs 
you two credits One credit 
is earned For each Eile 
destroyed. So if you 
destroy two tiles with one 
swap, you only break even 
— if you have no credits 
and your swap doesn't 
destroy any tifes, i ; l will 
automatically be undone 
Only by destroying many 


ines wnn single swaps can 
you tot up enough credits 
for special features. Each 
supplementary tile costs 10 
credits, while an avalanche 
costs 100. 

Timer 

The level ends when this 
reaches ^ero. Time limits 
range from a generous 
ha IF hour to just a couple 
of minutes* 


9 Hexagons are probably the easiest 
shape, but ttiicko Parkie's still managed 
to separate two tiles at the top left. 


mosaic of multicoloured tiles, Moving the 
on-screen pointer between two adjoining 

hem to swap 
places. If two or more like-coloured pieces 
end up next to each other, they are both 


9 Alt those tiny squares are going to 
take Some Swapping, and you haven't 
]h credits for an avalanche. 
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• Triangles are dead difficult - even 
brainy Phil has trouble with these. Robin 
Hogg has trouble with everything! 


Multicoloured 

swapshop 

Noel Edmonds' Multicoloured Swapshop 
was probably the first Saturday morning 
TV show to mix all the other chronic 
shows into one great. Interlinked mess 
Do you remember Noel's 
condescending, patronising grin and 
awful 'multicoloured ho-ho' jumpers? The 
idea was Ihai toads of kid could phone in 
and swap their brand-new ESQ Action 
Man Playset for a burnt-out and 
completely useless remote control car 
(one of those you controlled via a 
discreet 12in wire} Many happy 
afternoons were spent with irate parents 
clipping their kids round the ear and 
rushing off to recover treasured Chrimbo 
presents. Ah. those were the days,.. 


THE SHAPES 


Big Squares 

Their sheer size means there's less of 
them to worry about and it's easier to 
avoid mi slakes by not noticing an awkward 
tile. 

Small Squares 

Slightly more difficult due to their sheer 
number. On early levels, labnnous 
swapping can be avoided by using I he 


destroyed. The aim, of course, is to dear 
the entire screen. However, even if you 
can't manage to achieve this, you can still 

• It’s best to destroy the tiles on the edge rather than make big 
holes in the middle. But it's hard not to leave things sticking 
out! 


progress Onto the next level by destroying a 
set number of Hies. 

Do very well and you could skip several 
levels, depending on the game's 
assessment of your playing ability This is 
affected by how many swaps you made 
and aiso whether you used any of the 
special features available (see box), 

Before each new level, a set of icons 
reveals what shape (see box) and of how 
many different colours (from two to six) the 
tiles will be. plus what special features will 
be active, With the Practice option you can 
alter these to create your own custom level. 

As with most puzzle games, I thoroughly 
enjoyed playing Swap, Its design Is 
ingenious - so simple and yet So fascinating. 

It's all loo easy to 
accidentally 


l i 

111 



mil' 


n 


i it i on 


HBEJI] 


SHIT 


inminni 
nnnnnn 
i in i 


in 

in 

in 


separate individual 
tiles from the others, 
and so not be able 
to destroy them. A 
lot of forward 
planning is required, 
and clearing a 
screen without 
using any special 
features is a difficult 
task even on the 
early levels — the 
Undo function came 
In really handy for 
correcting my many 
m. stakes, The 
challenge of 
progressing through 
the levels is kept 
interesting by the 


f game went from news 
■ 1119 announcement to preview 
to review in a matter of weeks, with 
programmer Charles Goodwin making 
very quick progress Yet this version is, 
nevertheless, better than the Amiga 
original with sharply defined, candy- 
attractive main graphics and some easy- 
to-understand icons. Playing the game is 
initially a little tough, if you just jump in 
and whizz around as if there's a time 
limit (when there usually isn't) you 
invariably end up with lots of leftover 
hies. If you take your time then you 
gradually get used to the patterns and 
how to manipulate the files to best effect. 
The attractive graphics make progress 
satisfying, it's a very slick game to play, 
but it’s also very much a puzzle game. 
Instinct and guesswork Isn't that useful, 
you need to think about it and that — 
unsurprisingly — put me off 
a bit. However, fans of 
Rubik's Cube will love 
this: all the practice 
options and 999 levels 
make for a great chall- 


avalanche 

Triangles 

The most tlifficull shaye, as you only have 
three choices of swap fur a given tile Tile- 
desiroyirig swaps often leave awkward, 
jagged edges 

Hexagons 

Plenty of flexibility wilh six choices of swap 
per tile Probably the easiest shape. 



interesting by the constant 
changing of shapes and 
features. Compulsive stuff 
for puzzle fans. 



Sts 



Design; Micro Ids 
Program: Charles Goodwill 


ON 81% 

Save/load function, loveable high scars table, 
Practice option allows you hi set up a custom 
level viq friendly option icons, levels ore worked 
out marheinotka I ly so there's no mvltilood 

GRAPHICS 85% 

Nol exactly complicated, btrl they work well 
enough with solid looking files and nice flip 
animation, 

SOUND 56% 

Repetitive in no, minimal FX. 

HOOKABIUTY 79% 

Easy to loarn and fairly compulsive 

INSTABILITY 76% 

OT9 level* provide a good challenge. 


OVERALL 


Worth swapping your ernfo far. 









• The higher the percentage completed, the less room to move arid the tighter things 
become, especially with a big mouse creature roaming around throwing bullets out. 

• Out on a limb and if you don’t get the line connected up to the edge then you're 
mincemeat, or should that be mousemeat? ; Below) 


Empire, 

£10.99 

cassette, 

£1 S.99 
disk 

hat exactly 
VoHted' 
means I've 
no idea — and there's 
no scenario whatsoever 
— but it's one of those 
ever-so-simpfe games 
that somehow keeps 
you glued to (he screen. 
Each of the 16 levels 




Great, you can just sit there and blast them 
to smithereens, One problem; you haven't got 
any weapons! No, the only way to destroy 
aliens is to cut them off from the big baddie 
This is achieved by moving off the shield line 
and using your laser cutter to draw a line to lop 
off a section of the play area, destroying any 
small aliens inside it and collecting any 
enclosed power-ups. 

You must be very careful though, Colliding 
with any alien results in instant loss of life. Also, 
if an alien hits your cutting line, it sends a fast- 
moving pulse along II — you must return to the 
safety of Ihe shield line before the pulse 
reaches you! 

Another problem wilh staying on the shield 
line is that its energy eventuality runs out 
leaving you unprotected, However, unless 
you’re very slow, ihis 'time limit' usually doesn't 
come into play. 

Levels are completed by cutting off a sel 
percentage of the play area. On early levels 
this is a relatively easy 80%, but later levels 
require 90% or even 95% — requiring you to 
get very close to Ihe big alien with Irttie room to 
manoeuvre. This is especially difficult if 
there are still any small aliens left, so 
it's a good idea to get rid of these 
before going for the final kill, Even 
on the easier levels you may want 
to make a risky final cut to get a high 
percentage to earn bonus points — up to 
500,000 lor 99.9%! A 1 ,000,000-point 
bonus can be earned by completing a level 
with just ore cut — a suitably difficult task. 

Wo toed may be based an on ancient 
concept, but it still plays well enough. Good 
strategy is needed to isolate the little aliens, so 
you've only got the big one when you get down 
to a very small area, Otherwise, you'll have to 
make very risky excursions from Ihe outside, 
Cutting off as little as 0.1% at a time! 

The special icons certainly come in useful, 



consists of a single screen filled with little aliens 
and one big 'mother 1 baddie. These can’t hurt 
your tiny Scanner ship as it safely zips around 
Ihe green shield line which forms the play area 
perimeter. 

• The fat red Phil lookailke is easy 
enough to bump off when it stops moving 
but watch out for his minions! Note the 
background for the next level appears as 
you get rid of more of the current level. 
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MOTHERS 

d 1: A long ‘snake - that cuds around when it reaches the perimeter. Fast-moving 
but doesn't shoot. 

Re ind 2: Diamond shape, moving around randomly, stopping to shoot four deadly 
spikes, 

Re jns j: Fly jumps around, shooting lethal balls. 

Round 4: A big hand which shoots lots of balls. 

RcunL 5:: Big ladybird, shooting the odd ball but never stopping. 

Round 3:: Insect-like thing ia which shoots four balls. 

Round 7: Another fly, shooting lots of balls. 
Rouoq 8: Spinning spiral, stopping to 
shoot eight balls. 

Rcujrio No big alien here, just tots of 
rotating rods. One of these occasionally 
spits out balls — this is the one you must 
isolate. 

Round 10: Crab, shooting 6 balls. 

Round it: Slow- moving snail. 

Round 1 2- A face that fires slowly but 
moves fast. 

Round 13: Butterfly-like mutant In this and 
the next round you must eliminate 90% of 
the play area. 

Round 14: Another snake, but a bit trickier. 
Round ip: Another spinner which stops to 
fire, However, on this and the next tevel 
you must chop off 95% of (he areal 

Father Christmas with a stone beard — 
well that’s what It looks like! Very 
difficult with many fast-moving eyes to 
dodge. 







fairly simple and rather 
overpriced considering 
the limited Instability 


JR _ C64 conversions go, this is First 
M\S class with top-notch graphics 
and all the levels crammed into a single 
load The various power-ups add some,, 
variety to the gameplay. as do (he 
imaginative monsters which include a 
nice swirling mechanoid snake, a beetle 
and missite*rifirsg rebel Completing 
levels gives a satisfying score-tottlng-up 
sequence and it's good fun trying to 
carve massive sections out of I he game 
area. However, 16 levels aren’t that 
many and. by simply nibbling away at 
the borders, you can complete the game 
relatively easily Volfied is a great 
conversion of a unique 
qame-slyle and is good , 

# M .U_ ^ L _ ■ Mt 'id 1 %- 


All of thes*? last only a 
short time 

Laser: f bu used to 
shoot small enemies: 

Speed: Increases yam 

speed, making it to 

zip across the screen, 

cutting off large chunks 

Crash: Makes your ship 

Hash, allowing it to safely 

smash into and destroy. 

small aliens. — 

Timer: Freezes I he 

enemies — very useful ^ 

for cuUmu closely around R 0 

the big alien for a big 

bonus 

Power: Your shield energy stops 
decreasing. 


SHIELD 
RGUi^D 01 


Early days with 11,4% done on Level 
ou can cut off that snake while it’s 
ing around at the bottom then Level 
2 here we come. 


Nice intro lwd> then game proper it u stngle 
load including a mrm start-up sequence,, pki* 
good high score table. 

GRAPHICS 78% 

Good backdrops ond scmie voriod cr^tures oil 
movirtg around qurh? twiWy 

SOUND 70% 

Good intro I one with incomprehensible sampled 
speech. Adequate in -game jmgtes ond FX. 

HOOKABILfTY 78% 

ftelorively simple garnepfay is mstenHy 
addictive, ev®r§ rhotigh Hhe first level is one of 
the toughest in the gome. 

INSTABILITY 69% 

1 5 levels aren’t that rmxh and by nrbblin" the 
gome con be finished fairly simple. 


A first class conversion af on enjoyable coiirapH 


A strange name, but net so strange a 
game — at least to fans of the old Qfx 
coin-op, of which this is Taito's upgraded 
Nineties version* Phil King pulls out his laser 
cutter and draws a thin Bine between success and 
failure. 


although the 'Crash' one (used to smash into real toughies later on. Nevertheless, with 
small aliens) is a bit risky to use as you never practice l don’t think it should 

know when it’s about to run out! The difficulty take too long to com piste — 

level is set just about right with some fairly easy 16 single-screen levels isn’t 
introductory levels (apart from the tricky first a lot. Com pulsive fu n while 
level) gradually increasing in difficulty to some it lasts, though. 

• Halfway there and cutting over to the left to collect 9 bonus objects 
- cut off the top and you get the spinning minion too. 


Digital Light * Magic 
Prog rami Ian 'Hake' Denny 
Graplilcs: Martin 'God' Godber 
Sound: Marie 'MW 20' Wilson 

Additional Help: Grant Allison 
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• A user-friendly icon system makes Rings relatively easy to get into, even for absolute 
beginners like Mike, our dodgy photographer turned Mac pic grabber/Mac destroyer. 


create a working plan of conquest, as 
armies cart be expensive to equip, 
train and maintain. At the same time 
you must be continuously searching 
for the five rings, whose coordinates 
can be found in various cities and 
ports. 

Most of the game is spent either on 
the strategic map or the town menu. 
Upon the strategic map you can 
explore the many screens of the 
world of Medusa. As time quickly 
passes you can move from town to 
town, attack castles or towns, search 
for mines or treasure, or use ships to 
sail to ports or islands. 

In town you can enter a variety of 
shops and other buildings. Markets 
allow the purchase of goods for 
trade, banks offer loans and interest 
rates, temples occasionally give 
dues, and so on. Of special 
importance within cities is the park 
area, which allows the recruitment of 
troops for upcoming conquest of 
towns and castles. 

Combat is very straightforward. 
You simply command certain troops 




Starbyte 

Boris runs rings around 
the opposition In 
Star byte's fantasy 
based strategy game. 

eposed from his throne, Cirion 
seeks revenge on Medusa, the 
demon queen, She has killed his 
friends and forced him into exile, Cirion 
must rebuild his kingdom to its former glory 
— tough, as he has about as much power 
as Neil Kinnack. On top of that, he must 
find five magic rings to summon Medusa for 
a final showdown. 


I NEVER FORGET 
A RACE u 

One good point towards the / 
game is the variety of unit types 
and races that make up an army. 

The different factors to consider give 
a sense of doplh to the process of ■ 
recruitment which isn't often found in ■ 
strategy games, This is heightened hy 
the fact that different races come lrl « 
varying abundance in the towns For | 
example, humans are very abundant 
but not particularly specialised in 
anything On (he other hand, haiflings, 
gnomes and zwarks make good artillery 
and wizards, but are In short supply 
Thus il is necessary, under certain 
conditions to use an inferior, but more 
numerous, race for a particular unit type 
The amount of thought that went into 
this area of the game is lo be 
commended 


£TBA disk 



Rings Of Medusa is primarily a strategy 
game with trading elements, initially you 
must develop trade routes to fill your coffers 
with gold which can the h be spent on 
troops to begin conquest, or alternatively on 
scouts to find mines for more money. 
Trading involves the purchase and selling 
of different goods from town to town, using 
either ships or wagons as transportation, 
Unfortunately, without protection, any 
trading mission can turn to failure if the 
wagon train is attacked by an enemy army, 
Since many cities are controlled by 


to advance to battle at the right times and, 
possibly withdrawing when too many 
casualties have been taken, The game 
includes a Negotiate option which 
supposedly allows combal to be avoided 
through bribery or threats. However, It 
never really worked during the review time I 
gave the game. 

Rings has a pleasant appearance with 
the attractive topographical map allowing 
easy recognition of the various towns, hills 
and other landmarks. The town menu is 
similarly sharp, with various shops easily 
identifiable. 



__ • Cities 

contain many buildings for 
you to visit, and exploit, in your quest for 
vengeance on the demon queen Medusa. 
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The interface has been improved from 
the original 16 -bit version, which is good to 
see. As has the passage of time which 
used to be too fast: it used to be that 
several days could pass before you had 
reached for the keyboard. Since armies 
must be paid every month, this was 
rather annoying. The C64 version, 
however, is far more accomplished in 
that time is based on actual distance 
travelled, rather than reaMIme. 

The use of mines as a potential source 
of income is another good idea. This 
feature allows you, even if you have 
amassed a considerable amount of 
income, to further increase your profit, while 
saving yourself the tedious task of trade. 

Trading is difficult because you can be 
attacked virtually at any time without 
warning, losing ail of your goods. The 
manual states that this can be avoided by 
purchasing scouts to point out enemy 
units at a distance, but this is impractical. 

You initially lack the cash to purchase 
scouts to explore an area wide enough to 
provide adequate warning. Even if a scout 
spots an enemy force you can not 
necessarily avoid it. 

Probably the game’s greatest 
weakness is its lack of 
realism. It appears to have 
received little 

i At least two sequels are underway 
to Rings, offering a massive long- 
term challenge, 


• Finding buried treasure can give much needed 
resources for buying troops and vehicles, 
plus equipping them. 




w* 
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a 

M 






playtesting, as 
glaring oversights in credibility 
are strikingly apparent, For example, 
every type of cargo takes up the same 
amount of space in wagons and ships. 

Thus a single piece of 
parchment occupies as 
much space as a huge 
mining machine! 

Also you will quickly 
note that you are the only 
force active in the entire 
economy, As the years 
pass, goods will continue 
to be produced and 
soldiers continually 
multiplied, in a few dozen 
years, the amount of 
soldiers in the Park 
awaiting recruitment can 
double or triple the 
population of the entire 
town. At the same time, 
towns which previously 


will have a- 
massed 300 or 400 or more. 

Finally, combat is rather too simplistic 
to be taken seriously, and there is no 
time limit built into the game so you can 
continue to play for hundreds of years 
without penalty. 

While Rings has a promising subject 
matter — you don't get too many fantasy- 
based strategy games — and decent 
graphics, the general design of the game 
is rather beset with problems of realism 
and one or two design faults. If your taste 
in strategy games can cope with this lack 
of realism and can overtook 
the design glitches then you 
will find some enjoyment if 
you manage to persevere 
with the game However, on 
the whole, Rings would 
benefit from a redesign, or 
an upgraded version at the 
very least. 



boasted 50 or 60 horses 

• An unrealistically large figure moving around a simplistic landscape is a standard 
display style seemingly used in every RPG, from Ultima Vi to Sega's Phantasy Star. 


PREsm tmon so% 

Good menu system end colourful town, 
icon section* 
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GRAPHICS 76% 

Strategic view is very Ltona-esque^ Town 
views and menus are colourful but 
functional. 




HOOKABIUTY 70% 
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Takes a while to get into the rhythm due to 
prolonged trading. Poor realism, but once 
you have a waa of cash things pick up. 


LASTABIUTY 71 


Lots of variety regarding trading and 
collating an army although design and 
realism glitches spoil things somewhat. 


■ 1 ” P '--■-'-V 


’ w v, :> 


OVERALL 




3 



OLD I EPS: 33.333 HC . OF SCOUTS : 30,033 

fl&ES: 3.333.330 HOOF. HONES: 000,330,333 

GCCDS: 0 □. 33 3 wA&GCnS: 33 i SHIPS: 03 


Lots to do, good value for money but 
frustrating and disappointing in several 
key areas. 
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CASH 'N' STATS 

* Each player has eight Individual attributes, from 
aggression to intelligence to attacking power. At the 
start of each game you can spend any money you've 
collected off the pitch on raising individual player 
attributes. If you've got lots of cash you improve I he 
team's attributes as a whole, or In groups; attack, 
defence, mid Held. One important attribute is stamina: 
this Is reduced by hits and if it falls to zero, the player 
is strelchered off, a substitution is made and the other 
team gets ten points! 


3 br ^* anl conversion 
W IlHfF this Is. Not only have 
all the Amiga's features been included, 
but incredibly they've been crammed 
into a single load. Even better, one of 
the main faults of the Amiga game has 
been corrected, In that version, the 
hotball was overpowerful — once you’d 
got it you were virtually unstoppable, 
especially if its power was doubled with 
the Score Multiplier. In the CG4 game it 
can only be used to tackle one 
opponent before running out, so it 
ceases to be so inriportanl. Thus other 
pitch features, such as stars and 
bounce domes, get 
increased attention, making 
*- for more varied matches, 

± \ Another nice new touch is 

the different colours tor 
V '-S y the league teams. 
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It'* 2100 

AD and I 

the world | 

has gone 
to hell. 

Civili- - 

zation has A 

collapsed to 
the point 

where the pinnacle of 
sporting entertainment 
is a ritualized form of 
gang warfare, a 'free- 
for-all ball-throwing 
brawl 9 * 

Di sent bo we I meats and 
decapitations are 
applauded - in a 
society gone mad, 
violence is the only 
solution# Stuart Wynne 
investigates the 
ultimate blood sport! 

T his ten-men-a-side future sport, with 
goals at either end, may suggest real 
sports like football or ice hockey, but It 
uses the freedom of computer games to 
pack in a great many special features — 
plus incredible violence. 

Each match consists of two games — 
home and away presumably, allhough 
unlike Speech/ 1 all the pitches are 
identical. Games are played over two 
halves, each lasting ninety seconds, with 
teams swapping ends at half-time. You 
always control your team member closest 
the ball. If you have the bail you can throw 
it in whichever of the eight di reel ions you're 
facing, holding down tire to select the 
height at which it's thrown If you don't have 


the ball you might try to catch it pressing 
fire makes you leap up in the air for high 
balls, or by pressing fire and a direction you 
can make a sliding tackle. To successfully 
floor your opponent you need good timing 
and speed, while good stats help 


Bui unlike the original game it's not 
simply a case of sconng goals — points 
can be earned in a wide variety of ways 
(see box). This makes for a much more 
sophisticated game than either footie or 
Speedball 1, As you pass the bait around 

I your players I here's a wide 

variety of special features to go 
for, it’s not just a relenlless 
attack on (he goal. On the 
whole this works very well, but 
there are flaws. The 
importance of the Score 
Multiplier means whole 
matches can be passed in 
coring, repetitive brawls 
besides the Multiplier, with 
each team refusing to go 
for goal until the Multiplier 
id dosh upgrading is either off or 
t of the body: turned to their 

houtder pads. advantage. The 

Multiplier also 
increases the 
effectiveness of 
the Electro ball 
— on the 

g-Thfc, Amiga it 

~ became 

absolutely 


and able to tackle 
lots of players. Here 
the Eiectroball isn't 
so effective to begin 
with, and its 


improvement isn't so 
diabolical. The Haw 

remains, but is a great deal less serious 
thankfully, 

A somewhat less sophisticated 
dimension to the game are tokens which 


• Frantic goalmouth action with your team - Brutal Deluxe - taking on the grey 
helmeted Baroque team. 




• A standard goal * 

(5) earns a neat 10 ; I 

points, bul (here's 

lots of other ways of , V 

getting points and g| r" 

multiplying their val- JH 

ue too. Two points 

can be earned by } 

hitting one of the two Hit : T 

Bounce Domes (OJ. UILJ| 

Dr Point Stars i,C) - 
five per team, and if 
you get them a El 
there's a ten point UHI 
bonus, The most im- .« -■ 

porta nt special fea- 
ture is undoubtedly : 

the Score Multiplier i f 

(*Jt fire a ball up one 
of these two steel 

loops to increase the If^BI f » i_ 

value of each point ] 9 
you score by 50%, 

Hit the Multiplier 1 

again and scoring is 'j 

increased 100%, MM 
hitting a Star nc ■■ TH 
gets you four points! 

This turned MB 

around by the other 

player hitting the Multiplier, two hits reluming it to normal 
with a further two hits giving him (or her) 100% improved 
point-scoring. 

Other special features include four Warp Gates (A), 


which tefeport the ball between them, and 
Electrobounces (*). These electrify the ball so it Knocks 
over the next enemy player it hits, perfect for getting past 
the goalie (or clocking up the Multiplier). 


i % . / appear 

randomly on the 
Tvjj pitch, each has its own 
design signifying what 

misisairv effect it'll have, Collect 

the nght one and you can 
r ™ briefly freeze opposing 

players, reverse your opponent's 
joystick control, teleport the ball Lo one 
ot your attacking players etc. These tokens 

• A red Winger is about to fire up the 
multiplier for 100% points 
multiplication, note the two lights above 
the multiplier, one already red and the 
other black. There's also a red star 
activated above the multiplier. 


are initially a little 
confusing, but you 
soon learn to 
recognize the one 
that zaps alt I he 
Surrounding enemy 
players, knocking 
them off their feet! 

All these various 
elements need to be 
mastered if you're to 
really succeed with 
this game, which 
besides one or two- 
player matches (best 
of one, three or five 
matches) has a 
Knockout 

tournament (where 
you keeping playing 
until you lose), a 14- 
week League 
(consisting of two 
divisions, each wiln 
eight teams) and a 
four-round knockout 
Cup. Thankfully the 
game can be saved 
after each match, but 
there's no option for 
a multi-player league 
if friends want lo join 
in. 

The long-term 
contests are 
especially interesting 
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Graphics; Alan Tomkins 
M us ic/FX; Marlin Walkor 


yet rid of poor players 
in favour of now ones 
(if you cars afford the 
transfer fees!), in fact 
you can lurn off 
participation in 
matches, letting your 
(earn gel on with it 
while you concentrate 
on management 
(although you still have 
to watch the matches 
in full). 

A somewhat more 
serious Haw lies with 
the graphics. Their 
relative lack of detail 
and smallness makes 
for an even faster 
game than the Amiga, the pilch feels 
massive and there's always lots of players 
whizzing around However, the tiny icon 
which indicates who's got the ball can. in 
hectic scrums, be a bit too hard to spot 


in; urn; utLtjHF ns ihe reh F ount 


LtflHUI. ft 111 I 

Nuhts, for 

PHI - roiirJK: E 


tm.’ll Pt.u? i 
n i J! t • t m: i "i 

hi - niiiiiHs; "i$ 


a Trading screens allow you to buy in new 
talent. You can also move your players 
around to whichever position you think 
best Suits them. 

leading to irritating moments of confusion. 
The speed also makes goalkeeping a bit 
problematic, if you beat the defence I hen 
ihe goalkeeper is likely to be too confused 
to provide much challenge. 

As one-time Amiga Speedbali 2 addicts, 
of course, we understand all the plus and 
minus points of the game much more than 
we would if it were completely new From 
that perspective it's amazing how gameplay 
has not only been so well recreated, with all 
the features crammed in. but it s also been 
improved and speeded up, Although we 
now see the odd flaw in 2, this is an 
astounding conversion, a great game m its 
own right and one of Ihe best 
sports sims around Rapid- , 
fire action and a good 
management element 
make this highly re comm- V 

ended. 


with numerous bones 
broken, bul later everyone 
agrees l hey had a 'good 
lime'. Over time the sport 
develops, with the addition 
of body-armour and some 
basic rules Initially 
government iry 10 
suppress it bul when that 
laiis il'i te§a#®ed and 
becomes professional in 
201 ft In 2099 the pilch is 
enlarged for Speedbsll 2 
and the free souvenir 
programme covers this and 
other incidents in an 
amusing 2000 
AD/RoboCop style with 
ads Tor a boardgame 
where 'random dice Ihrows 
can mean the difference 
between a league title and 
a prematurely-ended 
career while finger 
removing buzz-saws come 
in handy kiddies versions' 
Speedbali may not match 
the depth of Roilerbail, but 
it's certainly one of the best 
(and funniest) computer 
game scenarios around 


numerous, highly 
impressive scenes of 
violence bul the 
accompanying storyline is 
too dry and uninvolving 
The original short story by 
William Harrison is much 
better 

The actual rules of the 
game aren't that fully 
explained but feature 
motorbikes for players to 
grab hold ol so as to gam 
speed. Speedbali lacks the 
bikes, and the original 
game was a somewhat 
repetitive mixture of 
combat and goalscoring 
within a tightly confined 
pitch where finding the 
right angle for a goal 
attempt is critical The 
sequel opens the game up 
with a far bigger pitch and 
lots of extra features, in 
both the emphasis on 
violence, the spiked gloves 
and brutal atmosphere all 
suggest RoltethaK 
However the Speedbali 
scenario takes a much less 
serious tone pushing the 
violence to hilarious 
extremes in the style of 
2000 AD. Indeed that 
comic ran Us Own 
version of Roilerball 
called 'Mean Arena' in 
the nud-Eighties. 
although ihe endless 
violence got a bit dull for 
storytelling purposes 
M's appropriate I hen 
that Speedhalf?, official 
history sets its start point 
in Ihe year 2000 AD, 
when a teenager 
stumbles on a heavy 
sled ball hearing and 
throws it at a '(rail old 
man' A brawl begins 


SPORTING 

HISTORY 


Intro load sets scene with reasonable st atk 
bcrEHEiMs, nice revolving 'T and scrolling tesd. 

Pf ea s ing fire load a in the gome proper which is 
o single load. Nevertheless there's some nice 
stalk screens for when you- win or lose marches. 
Good manual and humorous match programme, 

GRAPHICS 76% 

Simplistic bul fast sprites, and the plain 
backdrops scroll very smoothly. 


6 Speed bail's reels lie 
fairly obviously with ibo 
1975 movie RoHettBff. This 
humourless Norman 
Jewison movie featured 
armoured ptayers 
rollerskating around a 
track, trying to score goals 
with a heavy si eel ball 
(also used as n weapon). 
The learns represent 
various corporations who 
keep the game running as 
a way ol distracting the 
masses from Ibeir utter 
powerlessness. This he 
lech bread -and ^circuses is 
designed to crush 
individuality in a welter of 
blood hence the concern 
when Jonathan E (played 
by James Caan) begins 
winning match after match 
To destroy any nol ion that 
a normal individual can 
achieve power and 
success, the corporations 
change the game s rules to 
increase the violence and 
the? chances of Jonathan 
being killed, l he film has 


Good inlro lone,, but basic in -gome spot FK 


Holler boll Murder 


UJtra-viofence and the bask simplicity ol jiust 
sconny goals (So begin with), make this irislontly 

addictive. 


Comprehensive league, Cup and Knockout 
options wilh save/load, team enhancement and 
pjayer trading add up to a great long-term 
chaUenge, 


A 4 funning conversion, superior in same ways to 
the Amigo gome, and overall one of ibh* indsf 
playable one - or iwo- player gomes oboul 
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* Now available from Selected Branches of 


t e Software 

* plus 

and all good computer deafen 


BOOTS 


wh smith* a 


S V 120 JUNIOR STICK 
fwtn Fite Buttons 
HantfHefdl A d 


SV 401 SG Fighter 
For Sega 
& Microswnches 
Auiotire 
LE D Function 
indtcftlors 

£ 14-95 


Joysticks 

EUROPE’S TOP 

SELUNG RANGE 


SV 125SUPERBOABD 
TO MfGfQSsirifefte'S 
Digital Stopwatch 

Autofite 

E 17-95 


SV.* 2? TOP STAR 
Steel Sha ft 
Microsmtch^s 
AutOfire 

£23-95 


SV m-JETFlGHTER 
6 Mtcruswrfches 
New Pilot G rip 
Autofire 

£13-95 


SV 128- MEGABOARD 
8 Mtcroswitches 
Stopwatch & 
Countdown Timer 
Autofire 

£24 95 


SVJ19 JUNIOR 
Twin Fire Bullous 

£4-95 


sy T24 TURBO 
6 Microswitches 
Aulotire 

C0-95 


QUICKJOY JOYSTICKS. Leading in design, technology and choic 
Check out the range and features. Buy with confidence. 


John Menzies 


Unit 27 North fie fd Industrial Estate, Beresford Avenue, Wembley, Middlesex H AO IN U England. 

Telephone ; 0&1900 0024 Facimile i 0 8 1 903 6625 
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CHASE HQ 

Thu Hit Squad, £3.99 

Neaowhf WhooshI i remember 
playing this at the arcades and 
really enjoying it — until the 
tops ran out. The flashing 
lights, roaring sound and fun 
game play made Chase one of 
the year's bigger games and its 
arrival on the C64 was much 
anticipated. However, while US 
Gold were polishing up Turbo 
Out Run. Ocean inexplicably 
decided to port their 
monochromatic Speccy code 
across with a few splashes of 
colour on the cars. 

The game play is 
exceptionally 
simplistic: race through 
traffic to sight the 
villain's car before time 
runs out, then with a 
new clock running 
down, bash the car 
until its damage reach- 
es 100% and it pulls 
over to be arrested. 
There's three Nitre 
boosts to be activated, 
and innocent cars can 
be destroyed by bash- 
ing into them — there 
is no real penally for 
this, other than losing 
speed. 

Unlike C64 SCi there 
are road Junctions, 
However, this is a 
minor plus point set 
beside awful graphics, sluggish 
controls and grating sound. 
Absolute Chase fanatics could 
get some mileage out of it, but 
really this is a very poor game. 
Which is particularly unfortunate 
since the coin-op's bash- em-up 
gameplay remains unique. 
Zooming up beside cars than 
knocking seven bells out of them 
is classic Hollywood cop chase 
action — simply leaning out the 
window and blasting away with a 
pistol doesn't compare for sheer 
aggressive fun. 

In Issue 58 Chase HQ traded 


Zeppelin £3.99 (Herein*/ 

This WasWrom-ifte-pa&t comes swathed with 
some impressive criJical comment in Issue 35 it 
§ot no less than 98% for graphics wslh 
‘incredible* sprites and backdrops. AH ihrae 
reviewers began (heir comment by raving about 
the games looks t but equally they all finished up 
by picking out faults, most particularly the high 
difficulty I eve" A greal many of the various 
obstacles are passable by one method only it's 
not a game which you can get by on luck for 
long Recreating your successful, previous 
moves over and over again to get back to the 
new bits can be irritating, especially as each 
deaih sends you back a few screens minus any 
add-on weapons 

There are some extraordinary end-level 
monsters, Ja^r claimed they "could be straight 
from an arcade machine 1 ' but; although 
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exceptionally (Challenging, Jaz still found n didn't 
lake long before my attention started to wander,' 
There are no new elements to distinguish it 
from previous shoot- 'em -ups other lhan the 
graphics 

The overall mark was B0% and over three 
years later to is Stilt very, very lough with all 
sorts of sprites spinning around a! high speed. 
Graphics are indeed quite nicely detailed, with 
attack aircraft spinning around as they zoom 
across the screen But at least initially it's a bit 
disappointing considering the hype Not until the 
end of level one is there anything extraordinary 
even for a budget game Indeed to begin with, 
the slow, oversized, underpowered ship makes a 
lough game very frustrating Once you gel 
powered up [with rapid fire and orbiting orbs), 
then it becomes more fun and the clever layout 
and attack waves make wn ining through very 
satisfying 

Whether you want another horizontally 

scrolling shoot-’em-up with 
extra weaponry, smart bombs 
and end-level mothers really 
JF" depends on you're attitudes to 

I ^ 1 the genre If you like it, and 

* '-’w j fancy yourself as a bit of a 

• * ‘ • whizz, tos four tough-to-lhe 

- pomi-of-hair-teahng levels will 

.*4 ,, be unmissable ai this price 

Even today C64 veterans 
. + , mention the name to with 

respect, it's got that sort of 
reputation. Oh. and [1 you do 
get l Trough h 3 II, don L worry, it 
, apparently wraps around with 

^ Bl , lxr _ even faster and mom vicious 
, ■ i baddies' How thoughtful,. 


-V. 







100° 


on its coin-op name, perhaps, to 
squeeze a 53% mark, although 
Robin thought it 'is much too 
easy to beat', Phil agreed; 
despite being fairly playable, 
awful presentation and lack of 
challenge made it ultimately 
unsatisfying. Almost two years 
on the game has become even 
more unimpressive, in the light 
of Turbo Charge particularly, 
and at the newish price of £4 is 
overly expensive for mere 
curiosity. 

OVERALL 37% 
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dying once. Yeah, 
l m sure that's 
possible! A simple 
and nostalgic little 
game, it lives 
down memory 
lane {probably 
next door to the 
acid junkies who 
wrote the 
packaging blurb 
about surreal 
mind- trips and 
other weird stuff). 
Not bad, but ( bet 
they can't put s 
fruit pastille in thier 
mouth without 
chewing it. 
OVERALL 
63% 


BOUNCING 

HEADS 

Zmppulin Games £3*99 

‘A surreal trip into a 
programmers subconscious' 
according to the packaging — 
funny It looks awfully like a 
game to me, I must be missing 
the point somewhere. Anyway, 
crap jokes aside, what exactly is 
Heads ? Well, YOU are Phil 
King’s disembodied head, and 
you must fulfil your destiny by 
bouncing around a maze and 
being chased by nasty 
monsters {this game is full Of 
new conceptsl). 

To escape from each level of 
maze you must bounce on so 
many pouting lips (which are 
scattered around on most 
squares) and then get to the 
GO' square to be teleportec 
out, To ease you 
lifestyle you can > 

(original name, that) to shoot 
monsters with and various other 
goodies which jus* 
waiting for you 

There are nurr 
features designed to add 
something to 
this Pacman 
clone, but un- 
fortunately 
most are pin- 
ched from 
existing 
games of this 
sort (what isn't 
nowadays, 
mumble, 
grumble). The 
graphics 
aren't bad and 
have a few 
nice touches 
nestling a- 
mong the well- 
presented rest 
of the game, 
although 
sound is lim- 
ited to a few 
blips and a 


munching sound when you gel 
eaten by a monster. Talking of 
presentation, the title screen is 
quite good, with a crude 
bouncing logo and options that 
let you start on different levels. 
The gameplay is fast and very 
simple but stilt enjoyable for a 
while. 

One very frustrating thing in 
Heads is that when on Level 
Two, as soon as you lose a life 
you get whisked back to the 
start of Level One, So 
presumably to complete the 
game you have to do it without 


OPERATION 


1t« Hit fqlKMf £3.99 

In the sequel to everyone's 
fave coin -op. Op Wolf. Roy 
Adams returns weary and 
battle-scarred, unfeasibly large 
muscles aching and trigger- 
finger dam near worn out. But 
not a medal is offered him, not 
even a little badge saying 
’hero’ (life's so unfair!). In fact, 
they pack him straight off to a 


hostage mission without as 
much as a 'Thanks’. 

Good old Roy, never 
disheartened, employs his 
crack team to vanquish the 
terrorists who've hijacked a 
DC- 10 and landed it in hostile 
African territory. Unlike 
Operation Wotfs horizontally 
scrolling landscape, 
Thunderbolt has you running 
up a road with villains running 
down the road at you in 
supposed 3-D, AS WELL as a 
horizontal bit (cor biimeyl 
Wowserl And other such 
statements). 

And the graphics aren't half 
bad either, very well-drawn 
tittle men throw bombs at you 
and blocky big men shoot you 
at point-blank range with their 
Uzis. Mind you the 
backgrounds are boring, as are 
the helicopters, and the trucks 
flicker as they try to mow you 
down, 

The gameplay Isn't much 
better. For alt the features 
mentioned above, there's stilt a 
lack of variety. The plain old 
shooting gets boring after a 
while, even more so because 
Level 3 is incredibly tough, 
while 1 and 2 are easy. Also 
you tend to lose track of your 
gun, as there are no sights on 


I 


KICK OFF 

Hofsflvf*, £ 3.99 




, The bestselling Amiga fooly game finally arrived 
on the C64 back in Issue 56, and was duly 
panned by the reviewers. Why? Was it too 
slow? Did it lack a few things from (he original? 
No, it was just a completely different game! I 
mean, even the pitch scrolled left-right instead of 
up-down! 

Phil was horrified about what had happened 
, to his fave footy game: ...it's a completely 
different game and an inferior one at that. The 
i change to a horizontal pilch wouldn't have 
mattered if the gameplay hadn't been spoilt by 






the inability to pass properly. This omission 
reduces play to blasting the ball up the field and 
running after it ' 

On the technical side. Robin found it equally 
poor, ‘.. sound effects are weak white the 
graphics suffer from ropey animal ion and the 
glaring presence of a sprite flicker. 

The game's saving grace is its large array of 
options, including all those from the Amiga 
version There are international league and cup 
competitions in which any of the eight teams 
can be player-controlled (and league position 
saved), options to practice skills or penalties, 
change match length, play a single match 
against fne nd/computer, choose each team's 

skill level (from five), and select form 
four team formations at the start of 
matches and at half-time. 

But what good is this when the 
matches are so dull? Most of the 
action consists of one player 
dribbling all the way across I he pilch 
while slowish computer-controlled 
defenders give Mile chase. Only 
when he gets to the penalty area do 
you get control of a defender m front 
of him. Then if you manage to tackle 
him. the most successful lactic is to 
dribble up the other end of I he pitch 
again 1 Passing isn't a good idea as 
there's no radar scanner to see 
where your teammates are. 

This simple gameplay is passable 
for a few matches but the lack of 
more varied, skilful play soon has 
you kicking it off the computer, 
i OVERALL 40% 
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Tha Tg-nStar Games Pack is THE software 
compendium for Atari ST owners, featuring len lop 
trlles with a variety of different types of flames for 
you to enjoy Each title is packaged in its own 
plastic 0830, with a colour sleeve and full 
instructions. The TenStar Games Rack is FREE* 
when you buy your ST from Silica Systems 


FREE!] ™ £ 219.78 
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it and it takes 
several sec- 
onds to find out 
where it's point- 
ing (how about 
at the prog- 
rammers?) — 
during that time 
you gel pump- 
ed full of lead. 

That can be 
remedied by 
finding a laser- 
sight, but these 
are fairly few 
and far be- 
tween, 

Thunderboff 
got a whopping 
92% when first 
reviewed in 
Issue 57, But 
the version re- 
viewed was 
one we saw on an Ocean visit 
and unfortunately during the 
process of taking it off their 
development systems and 
putting it on tape apparently 
insoluble problems arose. The 
programming team were 
pulled off the project and a 


I rr 


PLR t 


2760 PLR 2 


Lire 


mu 


= G5 


new bunch of guys knocked 
this effort out in record time (to 
save their blushes we won't 
say who,), but it bore little 
resemblance to the original 
program at all — as Lloyd 
pointed out so well in the Rrap 
at that time. 


I'll set the record straight by 
telling you that Operation 
Thunderbolt is a boring and 
forgettable game so be careful 
and think before parting with 
your well earned cash or 
pocket money. 

OVERALL 45% 


coming 



lt # 5 November next 
month, yep get out your 
woolly hots and start 
writing out that Xi was list 
now! In the wild 'n' 
wacky world of magazine 
schedules winter has 
arrived and hopefully 
with it stacks and stacks 
of games*.. 


!-• Magnificent Sixxling Megatape 

23! We [ust keep gettmg belter with Ihe return 
of the two zany spies in the 92% Stzzler SPIT 
VS SPY fir THE ISLAND CAPER, 

Quicksand, Sharks, coconut bombs and an 
escape submarine are just some of the hilarious 
features in this brill game. Also on this stunning 
Megatape we have Graftg old's HEAD THE 
BALL , one of the gems off the Sizzling 4th 
Dimension compilation 


# Dear Newsagent, i would be gobsmacked with 
' awe and amazement if you would reserve my copy 
I of ZZAPI 64 every month, starting with the 
| November issue, on sale October 10th. 

MY NAME 

MY ADDRESS..,, 


■ i-i ■ ■ m avta a i-hi pmb p*es iff* ■ ■ ■ 


I iHI H 1 + 4 R Si*B i ■■■■ ■■■*■! 


I 
I 

1 MY FAVOU RITE FLAVOU RED OPAL FRUIT fS.„, 

I 


G-LOC: WORK- IN -PRO GUESS 

The sequel to Afterburner was a graphic 
masterpiece which is still state-of-the-art for 
arcade games. US Gold are attempting the 
impossible with a C64 conversion, but they've 
got John (Shadow Dancer ) Williams on the case 
and we'll have the full inside story next month. 

ECES SHOW REPORT: They've locked 
the public out, but not ZZAP! — we ll bring 
you a full report On the year's most 
important computer event. New 
announcements, the latest previews and 
behind-the-scenes gossip, it'll all be in the 
next ZZAP! 

Britain's biggest C64 mag will be packed with 
all the usual, completely essential regulars 
usuals such as Rrap, It's Corky, Budget Blitz, 
Stuff, Previews and the latest holiday antics 
from the Rowlands Bros. 

The Summer Draught Finally Ends — we 
hope — with Hudson Hawk, Baffle 
Command, Alien Storm, World Class 
Rugby, Rugby The World Cup , Toki, 
Final Blow , Last Battle and maybe even 
Winter Camp! The most comprehensive 
reviews on the C64, for full-price and budget, by 
your favourite reviewers — and Robin tool 

For a fistful ef the snow in the face, and other 
exhilarating shocks and surprises, catch the 
ultra -cool sub-zero ZZAPI Issue 79 on October 
10th For anyone buried under a snowdrift or in 
bed with pneumonia, why not hand in this 
extraordinarily useful little form on the left to 
reserve your copy now? 



ShJiirt 

plllll 


retfnn tm&g 
Tleytf man gram 


mark 'ewfey HHWQll 

Will evtMrg 


bcf‘3 myasfuvfr 

mark kandrick 
lan chubi> 
raichae* parftinBon 

!H fWR«fviigr 

matlhew oIt resell 


bm morr s 
nob niiffisftamp 
rafcfc 'tne rw' liamfiori 

rogor ticiari' 


Jonathan hgfeu: 

advfrfltoBenR latlai 


nail ptotmii 



JO lBW -3 


carol klnsty 


Nawsliald |_lc 
ZZAP' 
Lodkiw 
$h,rapslY r * 
SYS ItfW 
9 16H4J 97686 I 
and produced at Newsfield us ng 
M^cinlBSh ji pumpers running Quark 
Kphc** 3rtrt Adebt iEtfsbralpr a o, wiEti system 
iupfX*1 Tmrn Digital Paurt Reprographtcs, 
Wu»j*I Business Centre, Marseyaide 


Sea* - . Slud-os 
Islington Green 
Londor N1 

pr*nltis%*j 

BPCl; L'juh-'f ni& j Magazines (Carlisle) Ltd 


COMAG 

T avistoefc Read 
West Dm . i on 
Middlesex 

f 4 o material be TOprodueed m part of In 
whole without the wriflan consul oF lh? 
eopyrighE-k&de*s. We cannot undatiahe Id 
nut-j-n arytterg sent into Z^P! — Including 
written and ^oloqrdpfiOfr^l^r.ni. hartf#*rB 
nr Ecllwarp — unless It ts accempspi^ by S 
suilodJy stamped, addrMSnd atiu-^Eppe, 
Llrvaoliolod written or photoijtEjpiilC .ffluiiyflaf I* 
welcome., and if UE*d <n fbfl is p *4 

terHeyrajneivliBl&a 
1«£M 9fK4.lfiTK 
ZZAPI B4 Lid 1 3*9-1 
tevtr by 
oil fray 

UK iiffucriptloni smd bach Luubs 


Caroline! Edwflrds (subscriptions) and Pal 
Davtea (back Newflf*tdkid Lug^w 

fflropahir*i 5 ys ijw m: flS04 &t sast. 

irnmM B76044 
yearly su&SCf'fltiari rple-s: UK Memlard £22, 
0ute*cl4 UK £32, Outside Europe DSS 


*nquirl*i 

6wry HateHw, Worldwide Magazine 
pfilritiu’iJi'fi Lta, 4D Wilkins Drive, Sweahurg 
RRCll Wibaux. Ontario NAS TVti Canada 
m S353 fem 45S 5355 

ftilsscfipbiDn rates US Canada 

Can #=75 
f A BWgRl Htlpo nilii 
tN Idfi oasi^icrt if- Final 'm ail inaTten 
lUlai^ny lemttlud.cfltari and while offer 
pri?s& n« good FaiUn „ &•_- BY!rtc H em to be 
aWAllsble rt something uni»Aard happera (Itka 
;i 9a me !hat has. been ■oFTomd bb a prize bemf 
capped) wa tha right Id subalitute 

pi i^es orc£impa r abia value. A'e'H do our vary 
he -4 to c^Epaloh prices as soar as pass -Dt j 
.afteMha Efigtgkig da 1 :?. Winners nomas w>i 
appear in a laLsr issue oF ZZA PI Ma 
CDatsppndence can ba €tr- 1 ered inLo ruge^dtris 
the compaCititKis {unless mva wntter to you 
staling that you he- a 'won a prtzr.i and I 
doesn't ban up, irt whn: case drop us d lint If 
tha ™rmaJ address^. Nq Fia-^ iJTy 

relatKin&bipi no martyr how romofle 1 . ttn gnyorit 
who WDri(.5 for Dither Nowsflolri <ir the 
companias pm os. nwiy #nl«f drt 4 0 

our compelitsofis — and Thai nclud^ Fu^:j^ 





SNARE 


RETROGRADE HEATSEEKER SUMMER CAMP CREATURES 
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Five more smash hits bringing you the very best from Thalamus 
during 1990-91 “The original HITS is reputed to be one of the 
best-selling compilations ever,” said New Computer Express, 
“...How can Thalamus follow that? Easily... The HITS 2 is a 

compilation not to be missed," 
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Bartholomew 1. 1 
a very important 


That 1 *; right dim! a bunclia flintf, 
horrible, totally gross and putrid 
monsters are taking over the 
bodies of m* people who live here 
and they wanna build a weapon y 
that's gonna take over the entire 
planet l 

PReTTy CoOL, Htlh? 

Anyway, yours truly ii the only one 
who can tet 'em) I've gotta spray- 
paint things, got radical on my 
skateboard, use my trusty slingshot, 
and in general behave like a \ 

nuisance, man. 

Piilf. with evil dudes like Nelson 
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